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THE SUPREME - 

FOOTBALL CHALLENGE | 

fmp/re ftaw teamed Up with leading developer 
Graftgold. the masters of arcade excitement to 
create a total NEW soccer sensation! 

MATCH THIS! 

Speed burst 
Power Drive - Snap shot 
Banana shot 
Super dribble - Super barge 



Overhead kicks 
Sliding tackles 
Back heels 
Headers • Diving headers 
Passing 
One/two passing 
Keeper drop kicks 
Trap the ball 



Free kicks 
Throw-ins 
Special long throw 
Corners 
Sendings off 
Penalties 
Bookings 
Substitutions 



Action replays with special video control mode 
Fully variable skill levels 
Novice modes - Professional modes 
Atmospheric crowd effects 
Superb graphics 
Leagues 
Training - Exhibition 
World cup Tournament and 
customised tournaments 
8 player competition - 32 teams 
Results + full game statistics 

IF YOU ONLY EVER BUY 
ONE SOCCER GAME, 
BUY THE BEST! 
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Blimey it's hot. What with this 
being our fan-tastic Summer 
Special, we've decided to do 
the entire magazine on the 
beach. That's right — Amigas 
and all. So here I am, feet dip- 
ping in the freezing briny, knot- 
ted hanky on my head and sun- 
blocker on my nose. 
Unfortunately, my 'mates' (Andy, Matt and Harry) 
decided to swap the old suntan lotion for cooking 

011 so I've turned an embarrassing shade of fluores- 
cent red. Still, nothing's going to prevent me from 
enjoying the tranquillity of the English seaside. Just 
smell that fresh air; admire the crystal-clear waters 
of the Channel. Oh look, there's some untreated 
sewerage drifting dangerously close to that bather 
who's swimming with his mouth open. And look, if 
that isn't an oil rig in the distance, spilling millions 
of gallons of crude oil into the sea. Bournemouth — 
Crapmouth, more like. Perhaps this wasn't such a 
good idea after all. 

Simon Byron, 
Editor. 

4 CONTENTS 

Feel the temperature soar as we list what's in this 
blisteringly-hot Summer Special. Phew-ie! 

6 BOOT SECTOR 

Avert your eyes! This month's disks are a retina- 
burning red, and contain the hottest demos since, 
well... since we last tried to fob you off with the 
same line (December 1992, actually). Still, they're 
better than our usual crap, that's for sure. 

12 NEWS 

Who cares what's happening in the world of Amiga 
games when you're lying on the sand with a King 
Cone and suntan lotion rubbed liberally into your 
skin? Boots cares. And so does The One. 



[ 

1l share t 



16 POSTCARDS 

Forget letters — saucy seaside postcards are 
where it's at, and you've been sending them 
by the sackful. Pull up a deckchair and we'll 
the best with you. 



No part of this magazine may 
be reproduced, stored In a data 
retrieval system or transmitted 
by any means, electronic, 
mechanical, recording or other- 
wise without the prior permission 
of the publisher. 

Cheers for the mention, Paul. 
Keep trying. 

OEMAP Images 1994 



IFA..40 





completely fab footy 

waiting world. And gu 

front row seats? That's right — youl 
Settle down now and get ready to 
have your socks blown clean off. 



20 WIN £200 AND A BREATH- 
TAKING TROPHY! 

With — yes! — those tremendously groovy people 
at Gremlin in this brilliant competition. Will you 
become Manager of the Year? Probably not. 

22 ALL THAT GLITTERS... 

Join Andrew Braybrook and his gang as they go 
skinnydipping. Laugh as we duck them mercilessly 
and spoil their game of girly water-polo. We're gits 
at the best of times, y'know. 



PAST, PRESENT AND 
FUTURE........ 25 

It's our biggest feature ye$! 12 pages filled with 
more info than an average encyclopaedia. A very 
small one, that is. With no pages. 

HISTORY OF THE AAAIGA 
(PART ONE) 26 

This is the truth in words and pictures, lafact it 
was Andy's Idea to get out of doing ^ry proper 
writing. Or work. As usual it took him about a 
thousand years and the results are, well, very 
poor indeed. A total nightmare. 

WHAT WAS IT, THEN? 28 

Just how have Amiga games progressed over the 
years? We talk to a few publishers and discover 
quite a few embarrassing skeletons in cupboards. 

HOT STUFF. 30 

Discover who's the hottest software publisher 
with our easy-to-use guide. Or (and this is more 
likely) fall into a coma as Andy attempts some of 
the feeblest jokes. Ever. 

FAN-TASTIC FACTS. V 32 

Everything your could possibly want to know 
about the Amiga. And more. Lies. 



CONNOISSEUR'S 
COLLECTION 



34 



Gary Penn lists the ten best Amiga games ever. 
And moans about other stuff. 

WINGEING PENN 35 

Gary Penn outlines what he thinks the future 
holds. Cynical git. 



39 WORK IN PROGRESS 

Oh look — it's loads of unfinished games in a 
minibus, obviously being let out for their weekly 
visit to the seaside. Let's point at them and 
giggle hysterically behind their backs. 



GAMES FEATURED IN THIS ISSUE 






51 REVIEWS 

Time to wade into the sea and 
show off to the girls. Look — 
there's Matt playing catch 
with Out To Lunch. Oh, 
Andy's doing the breaststroke 
with Banshee. Hang on — 
why s Simon standing on Surf 
Ninjas' head? Call Billy 
Baywatch — quick! 



OUT TO LUNCH...54 

Quite simply, Pierre I 'W* ( ( I 
Le Chef's first m > . — — - 

Amiga outing is y if j 

one of the cutest i mmmx^^^mm> 

we've seen. Don t 

believe us? Then H 
play the bloody I 
demo and read this four-page review. 



84 REPLAYS 

Bloody heck! It's our old 
friends Titus the Fox and Crazy Cars 3, trying to steal our girlies by 
looking big. Let's see rf we can't thrash them at volleyball. 

86 WIN SOME WORLD CUP 
USA '94 STUFF! 

That's right. Just there. Mmm-mmm! Feels good. 
Could you do my front now? just a tadge 
lower, perhaps. Down a bit further. That's nice. 
Oh. Whoops. 



88 KILL ZONE 

Never ever drop handfuls of sand into your 
eyes... Never ever put bricks in your flippers and 
wade into the sea. Never ever put crabs down your 
shorts in order to enhance your pulling power. . . Yesl All 
these tips and more in your favourite, erm... tips pages. 




100 KICK OFF! 

Jon Hare kicks off his shoes, whips off his vest, jumps out of his 
strides and runs into the water screaming "we've done some work 
this month I" In his pants. 



102 RESULTS JUST IN 

Time to turn on the wireless and tune into 
The One's results service. How is your 
Fancy Football team doing? 

104 PD ZONE 

Matt Beard, The One's very own Seaside 
Novelty, capers along the prom in a silly 
face, awarding marks to all the cheap and 
very public pieces of software. Just look at 
his marvellous bikini. Not bad, eh girls? 

110 RECOMMENDED 

The 40 best games line up and compete in 
a special beauty pageant, just for you. 

114 NEXT MONTH 

As the sun dips into the sea and the pro- 
peller-headed metal detector owners 
invade the dunes in the hope of discover- 
ing mislaid two pence pieces, we wave 
goodbye to our very special Beach Issue. 
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BANSHEE.. 74 

Boom' Bang) 



explodes onto the Amiga and 
blimmin' good It Is too. Even 
Andy likes it. Amazing, eh? 
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BANSHEE 



BRIAN THE LION (A1200) 



REVIEW 



REVIEW 



BRUTAL SPORTS FOOTBALL (A1 200) REVIEW 



CHUCK R0CK(CD32) 



CHUCK ROCK 2 (CD32) 



CRASH DUMMIES 



FIFA INT. SOCCER 



FIRE ANO ICE (CD32) 



FIREFORCE (CD32) 



IMPOSSIBLE MISSION: 2025 



KID VICIOUS 



OUT TO LUNCH 



PSYCHO PINBALL 



SOCCER SUPERSTARS 



SUMMER 0LYMPIX 



SURF NINJAS 



TOP GEAR 2 



TORNADO (A1200) 



WEMBLEY INT. FOOTBALL 



WILD CUP 



WORLD CUP SOCCER STAR 



ULT. PINBALL QUEST 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 
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Go hhi- .1 rabbit with 
I hi* hare- tailing 

pl.ll former front Tilui 



OOT SECTOR 




LOADING YOUR DISKS 

1. Peel the disk of your choke 
from the cover, taking care not 
to spoil the magnificent picture 
of, er... a footballer. 

2. Insert the disk into the goal- 
like entry port lhat is your disk 
drive. 

3. Peruse the menu at your 
leisure, selecting the superb 
demo of your choice using either 
the function keys or the mouse. 

4. GOOOOOOOAAAAAALLU L ! ! I 



SENSIBLE SOCCER 
INTERNATIONAL 
EDITION 

Sensible Software 




It seems a bit silly explaining how to 
play Sensi Soccer this long after its 
original release, because I'd be sur- 
prised if most people haven't had a 
go at some point or other. Then 
again, this is the International Edi- 
tion which makes all the difference. 

This is a one- or two-player demo, 
allowing you to play for as long as 
you like — that is, of course, as long 
as you don't score any goals. Yes, in 
true The One teasing style, this 
demo allows you to enjoy a brand 
new Sens/ bash to the tune of one 
goal. This means that you're not 
exactly going to be able to host your 
own World Cup with the demo, but 



at least you'll get to 
see the ref in all his 
shining glory. 

New additions to 
this version of Sensi 
Soccer include the 
aforementioned ref, 
the back-pass rule, sus- 
pensions and 
enhanced goalkeepers 
to make up but a few. 

Here's a fab idea: 
why not try and see 
how many goals you 
can score? We man- 
aged to score, er... 
well, one really. . 





With ball: 
Tap to 
pass, hold 
for long 
kick (with 
aftertouch 
if required) 



Up/Lob when running 
down/Low kick when 
running up 



Left/Aft 
ertouch 
left 




Down/Lob when running 
down/Low kick when 
running down 



BOOT SECTOR 



Look everyone! The sun has come out! That can only mean it's the beginning of our hol- 
iday -tastic issue, and if I'm not mistaken. Matt Broughton has managed to get the best 
spot (i.e. right by the beach-bar). Ah... smell that seaweed. Oh my mistake — hello 
Harry. Anyway, let's get things rolling with a look at this month's stunning demos. 




DISK A 

SENSIBLE SOCCER 
INTERNATIONAL EDITION 
Sensible Software 
OUT TO LUNCH 
Mindscape 




DISK B 

EMPIRE SOCCER 

Empire 

QUIK 

Titus 



OUT TO LUNCH 



Mindscape 

Oh yes. Oh. Yes. Yes! YES! 
YES! YES!! YES!!! AAR- 
RGGHH! ! ! ! Phew, that was 
great, and all I did was load 
the game up! 

Out to Lunch really is one 
of the best demos we've been 
able to bring you for quite 
some while, with not only two full 
levels from the game, but a secret 
bonus room game, AND an end-of- 
level trolley dash. Crikey. 

The basic story line (the full ver- 
sion is available on CD and vinyl 
courtesy of Simon Byron on page 54) 
is that Pierre Le Chef's happy ingre- 
dients have escaped and wandered 
off across the land, desperately try- 
ing to avoid being bunged into a 
large hot pot of boiling water (is 
there such a thing as a cold pot of 
boiling water? — Nit-Picker Attrill). 
Sod off grandad! Anyway... 

It's now down to you to capture 
these naughty fruit and veg rebels 
and bung them into an escape-proof 
cage until they can be transported 
back into the kitchen. All you have 
to help you as you as you trundle 
about the landscape is a net to catch 
the ingredients with and some flour 
bags which can be lobbed at the 
fleeing fruits to stun them. 

Once you've swiped up a fruit you 
have two choices; you can either run 
back to the cage and deposit it safe- 
ty inside by standing above it, or you 
can take a risk and move on to the 
next item. I say it's a risk, because 
should you bump into any un- 
stunned potatoes, chillies, mush- 
rooms etc. you'll be stunned your- 
self, allowing any carried food to 
make their escape again. You'll also 
find yourself being hassled by more 
aggressive foodstuffs which can only 
be dispatched by jumping on top of 




them until they burst (which you can 
also do to stun your AWOL fruit). 

The large number in the top left 
of the screen shows 
the number of ingre- 
dients necessary to 
complete the level, 
and once this target 
has been reached, a 
doorway will open up 
somewhere on the 
level giving access to 
the next. If you can't 
see it at first then 
you'll have to find it. 

There are also sev- 
eral teleports and 
springs littered 
around the place, not 
to mention a secret 
bonus room hiding 
somewhere on the 
Mexican level. 

Should you get through all of the 
levels on our demo disk, you'll be 
treated to a trolley dash. Here you 
must keep pushing the trolley along 
from the left to the right, while the 
screen scrolls along behind you, try- 
ing to catch up. As you trolley along, 
you can also jump up to the super- 
market shelves and grab yourself as 
many bonus ingredients as you feel 
brave enough to go for. 

Most of this is fairly instinctive 
stuff anyway, and I'm sure you'll 
have a hell of a lot of fun working 
out any elements that I've not 
already explained anyway! Ye-ha! 



Tap to 
throw flour 
(once col- 
lected)/Hold 
down to 
swing net 
(one* col- 
lected) 



Er- 
ie* 



Jump 




Nil doen-ze danka 




BOOT SECTOR 



EMPIRE 
SOCCER 




Empire 



Football! Football! Yes, we all love 
football, and no mistaking! So, 
you've got to grips with the old clas- 
sic, Sensi — now have a quick sip at 
the chalice of the future, with 
Empire's, erm... Empire Soccer. 

It's all football at the end of the 
day I know, but now you can enjoy 
alt the fun of kicking a ball around 
with new improved 'huge-chunky 
graphics-O-vision'. There's nothing 
here that's going to take you by sur- 
prise, but suffice to say that once 
you've won or lost the 
toss (by moving your 
joystick left or right to 
select heads or tails) 
you've got a few min- 
utes to prove your 
worth against the might 
of Cameroon. The one- 
player game in our 
demo features an aver- 
agely-skilled team (no 
relation to Cameroon, 
then) and by no means 
contains all of the fea- 
tures that you're likely 
to find in the final game 
(but more on that next 
month). 

Er, other than that 
all I can say is. bring 
back games with dodgy plots in 
them — at least it's easy to pad out 
'Boot Sector' with them! Ta-ra 
for now. 





KUNG-FU 
CHARLIES 

I'm afraid we failed to 
mention that last 
month's coverdisk PD is a 
shareware game, con- 
taining only thirty of the 
100 levels. If you register 
with Andrew Walker, 
you'll receive Kung Fu 
Charlies Version 2 (com- 
plete with those TOO lev- 
els, and ten different 
graphical styles) plus 
another game called 
'Duel'. Sorry about that 
Andrew! To register, 
send £6 to: 57 Brackens- 
dale Ave, Kingsway, 
Derby OE22 4AF 
(Cheques payable to 
Andrew Walker) 



Kick/tackle etc 
(see lower 
panel) 



Run up 




Run down 

SKILL CONTROL 

Header — Fire with ball in the air 
(quick tap) 

Kick — Fire with ball close 
Sliding tackle — Fire whilst running 
without ball (quick tap) 
Pass — Fire (quick tap) 
Special move — wait for the SP sym- 
bol to flash by team name, then press 
FIRE 

F1 toggles between 1 and 2 players 
once the demo ha* began 



QUIK 

Titus 



Rabbits! Rabbits! Yes. we all love 
rabbits, and no mistaking! Er... well, 
what can't I tell you about Quik. 
Well. Harry reckons that it's got 
something to do with Nesquik and 
milkshakes and stuff, and there's 
also a good chance that it's French. 
Or something. Great. Information 
City straight ahead. 

Well you're a rabbit (and I'm sure 
of that) and you've got to run from 
the left side of each level to the 
right, avoiding or killing any animals 
that happen to get in your way. You 
are able to spin at the aforemen- 
tioned gits, often needing to crash 
into them more than once. And 
sometimes, more than twice. (Keep 
going matey. I don't think anyone 
has noticed that you don't know 
what the blazes you're talking 
about. — Harry) 

Look. It's quite simple, isn't it? 
Just run around, have a lot of fun, 
enjoy yourselves, and remember to 
press fire if anything comes near 
you. Alright? Lovely. Oh. one other 
thing, your little rabbit gets hungry 
and thirsty, so remember to collect 
any icons dropped by dead animals 
as they boost your water and carrot- 
O-meters (in the bottom right). 
You'll also see your hit points in the 
bottom left, represented by little 
hearts. Should you lose all five, 
you'll lose a life and return to the 
start of the level. 

Well great, we appear to have 
bluffed our way through the entire 
Quik instructions, and now stand 
proud and erect at the end of what 
can only be describes as 'a load of 
old tosh'. Thanks for being there 
when I needed you most. Bye. 




THE 
SMALL 
PRINT BIT 

1. Whilst we here at The 
One make every effort 
to check the coverdisks 
for all known viruses, 
we can accept no 
responsibility for dam- 
age caused by viruses 
which may have 
escaped our attention. 

2. The One and its 
retailers are not liable 
for any unnotified 
changes to the con- 
tents of the coverdisks 
which may occur. 



OH MY! 

Due to the large number of 
duplicate disks made, the occa- 
sional one isn't as perfect as 
Simon thinks he is. If you're 
unlucky enough to get one of 
these, I'm very very sorry, but 
PLEASE DON'T SEND THEM TO 
US! Instead, send then to this 
address with a SAE for 28p: 
The One Coverdisk Returns, 
Diskxpress, 
Unit 3, 

Old Coalyard Farm, 
Nothleach, 
Gloucester GL54 3EP 
Once you've done this, dance 
'till your daddy gets home, and 
wait for a new disk to arrive. If 
you think that your problems 
(nothing personal, please) can 
be solved down the phone, call 
the Diskxpress helpline on 
(0451) 860770 between 3pm 
and 5pm on weekdays. 'You 
shall have a fishy, on a tittle 
dishy. You shall have a fishy, 
when the "bwoat" comes in'. 



Spin like Sonf... 
(Snip — Legal 



Dept. Ed). 



Jump 



Run 
Left 




Run 
right 



View below 








Archer Maclean's done tor pool what he did tor snooker. 
Brought it balls, rules, baize and all to the home computer. 
Pool features three sets of rules: 8 -Ball UK Coin-Op, and 
8 Ball and 9 Bail US Pro. 

You can practice or play a single match against a friend or 
one of 20 computer-controlled opponents. Or why not 
involve yourself in a tournament as one ol eight players? 
You can leave the cue and small change at home. 

"Very fast, very smooth* superb 
presentation."'- ATARI ST REVIEW ■ 94% 




□ n am oral □ □ a a a nil 
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from a military post in the middle of Siberia, Comrade Rukov 
his been transferred lo Ihe KGB's recenllylormed Department P 
- tor reasons he doesn't need to know. 
His briel: to investigate cases of corruption inside the KGB itsell. 
As Rukov begins lo tug at the sordid fabric of Soviet political 
and criminal life, he exposes one terrible secret after another. 
How he faces the challenges ahead will determine his success: 
it could prove the difference between a new age ol 
democracy or a new reign of repression. 




No holds 

barred street bike wing thai II 
blow you away. Pace at phenomenal speeds 
tttwul 14 hostile opponents. 
1 Power up by grabbing your opponent's club. 
' Race on 5 highways. 
' A raid on towing traffic, frees and cows. 

Out run motorcycle cops. 
* Upgrade your bike as you get more rate 

•Mngs 
" hfor stupendous crashes. 
" (Imping in game soundtracks 
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Endowed with 
Ihe divine right to rule, you 
inherit your father's Realm on his death. 
But the fragile peace has been shattered and 
war rages between the Realms. How your brief 
reign has become a light lor survival. Ihe 
neighbouring Realms are growing in strength at 
your eipense. Do you build lines ol supply lo 
barter with them? Or build armies lo battle with 
them? tach Realm ties lo be Ihe ultimate power. 
There can only be one. Just make sure it's 
yours... 

"-wit impressive " - AMIGA ACTION 
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Do 

like your 
football packed full of frantic 
goalmouth scrambles, spectacular 
shots, aggressive offtheball 
incidents and bone crunching 
tackles! Well, European Football 
Champ is the game for you. A 
faithful conversion of Europe's most 
successful football coin-op • many 
call il the best football game ever! 

" \ superb soccer xim... one of the best. " 

Sohnani O '-lo iWfif C 199? Our** OcmO 110 
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International action at its dazzling best. The atmosphere 
is e/edr/r as the stage is set for the World's best players 
to display their awesome skills. KICK OFF 3 Is a game for 
the true softer fan. Top footballing Nations from 5 continents 
battle for sotter's biggest prize - The World Cup. Thrill to the 
one touch football of the South Americans, the 
power play of the North Europeans and the 
skillful yet eccentric African nations. Stamp 

your authority on the 
matth using the key play- 
ers within the team. Each 
country has its own style 
play dependent on the 
way these players are 
used. Be sure to play to 
your team's strengths. Use 
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PC & COMPATIBLES PC CD ROM 

© Copyright 1994 Anco Games. Published by Anto Software Ltd, Unit 7, Millsidc 
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the Brazilian Playmakers to split the opposi- 
tion with pinpoint passes or the German 
Sweeper to build from the back. Play the ball 
to the dashing Ml backs horn Cameroon or 
release the flying Dutth Wingers. 




K COMMIMS 



KICK OFF 3 is packed Ml of dynamic features that 
set H apart horn amy other football game. 

Over 2000 frames of animation for smooth, 
fast flowing International action and multi 
directional pitch scrolling. Thirty different 
MKT PLAYS for corners and free kicks give the 
most dramatic dead ball situations ever. A practice 
mode allows you to specialise dribbling, overhead 

kicks, volleys, Hicks, diving headers and the deadly 
AFTER TOUCH. Switch your tactics and your side's 
>1 style of play with a TEAM TALK at the right 
time. Speed and ball control options give 
nV*t instant playabilty for novice and master gamer 
alike. Soccer realism with Match facts, a Man 
^jf \^ of me Match award, action replays, all the 
■ latest soccer laws and much more. 





AMIGA 500/600/1200 

Industrial Estate, Lawson Road, Darthrd, Kent DA f SBH Tel; 0377292518 fax: 0322 293422 



WHAT WENT WRONG? 



Commodore's accountants 
blamed recession and a flat 
market for its continued 
problems. Sales of CD32 were 
merely okay when they needed to 
be fan-tastlc and strong Amiga 
1200 sales couldn't take up the 
slack. But Commodore's problems 
began a long time before the mar- 
ket went flat. 

When the Amiga was the undis- 
puted king of the castle in the late 
80s Commodore decided it didn't 
want to be bracketed as a games 
company so it set up a PC division. 
It manufactured so-called "clone 
PCs" which were assembled cheap- 
ly without having the knowledge 
to seriously challenge big boys IBM 
and Compaq or cheapo boys like 
Amstrad. 

Then there was CDTV which was 
launched as an exciting new mul- 
timedia machine for the whole 
family. Really, it was an Amiga 500 
in a new box with a CO drive. Com- 
modore wanted this to be a 
machine which went into every- 
one's living room so they didn't 
aim it at the Amiga fans. But the 
Amiga fans were the only buyers. 

Both the PC range and the CDTV 
drained the profits generated by 
the ever-popular Amiga 500 (and 
later 600 and 1200). This meant 
that these great machines didn't 
receive the marketing muscle they 



deserved to take on the consoles. 
And at the other end of the range 
the Amiga 4000 was launched to 
tremendous acclaim. Trouble was 
no one could find them. 

Add to this tale of woe luxuries 
like having a company jet and you 
can see that some kind of melt- 
down just had to happen. 

And so it did. When the $77.2 
million loss was announced last 
year drastic measures were intro- 
duced and the CD32 was lined up 
as the company's salvation. Com- 
modore had learned the CDTV les- 
son and here was a great games 
machine, audio and Video CD play- 
er in one. Critics raved (mostly) but 
it was too late. There was no 
money to thrust CD32 at the pub- 
lic and its UK sales somewhere 
between 35,000 and 70,000 — fell 
short of what was needed to bale 
Commodore out. 

" Amiga Music specialist Blue 
Ribbon SoundWorks has pledged 
its continued support for Amiga 
users. The company's president 
Melissa Jordan Grey said: "Com- 
modore's demise may actually spur 
additional growth of the Amiga 
market as new contributors and 
licensees emerge. 

"We remain 100 percent com- 
mitted to our worldwide Amiga 
customer base." 



E W S 




COMMODORE'S 

FUTURE TO BE SEALED 
WITHIN DAYS 



The new owner of Com- 
modore UK will be revealed 
any day now. As The One 
went to press. Commodore's top 
brass were 'deep in discussion' with 
a mystery buyer. Insiders confirmed 
that a deal was 'imminent'. 

No one knows who the buyer will 
be for sure and just about every 
major electronics company has been 
touted, but the most solid informa- 
tion says it's a Far-Eastern (but not 
Japanese) corporation. 

Three names keep cropping up: 
•Acer, from Taiwan, already has 
a business relationship with Com- 
modore as its distributor in Asia. 

'Samsung, from Korea, is one of 
the fastest expanding electronics 
companies in the world, yet has no 
games products. 

•Goldstar, from Taiwan, is the 
newest name to be linked with Com- 
modore. Like Samsung it will want 
to muscle in on the games market 
Any one of these companies 
would probably be good news for 
Amiga fans. 

All three have the necessary 
money to plough into developing 
and marketing products and exploit- 
ing the huge UK market. They would 
probably not take over the US oper- 
ation which, apart from some mar- 
ket share in the Amiga 4000 sector. 
Is frankly a waste of time. 

For those of you who have been 
holidaying on Mars, the 'scramble 
for Commodore' began on April 29 
when Commodore International 
went into a form of liquidation in 
the Bahamas, where it is registered. 
It also closed its research and devel- 
opment labs. Basically, it stopped 
trading and went up for sale. 

It had to. The company had been 
haemorraging cash for three years 
and although the $8.2 million 
loss announced for the last 
quarter of 1993 was better 




CD 32... sales were merely OK when 
they needed to be fan-tastlc. 

than the $77.2 million loss for the 
same period in 1992, an $8.2 million 
loss is indisputably an $8.2 million 
loss however you look at it. 

This wretched performance was 
achieved despite savings totalling 70 
percent from redundancies, office 
closures and the scrapping of unpop- 
ular products like PCs and CDTV. 

The UK office has continued trad- 
ing throughout this farrago 
although with its parent company 
effectively suspended there were no 
new Amigas to sell. Commodore UK 
could only distribute what was in its 
warehouse. 

For the time being the UK office, 
distributors, shops and us lot have 
to play wait and see. It's pretty 
unthinkable that a company which 
can sell 150,000 machines at £299 
each in a year (the Amiga 1 200, in 
other words) will be simply wiped 
out. Expect good news soon. 



ART OF GOLD 




o you regard your old 500 
more like an easel than a 
computer? Is your mouse 
a trusty old brush? Your monitor 
a canvas? It is? Well, you may be 
a pretentious old bore but you 
could just be in line for a prize. 

Glasgow-based Amiga user 
group, the 24-Bit Club, has put up 
£5,000 worth of prizes in a com- 
petition for budding Amiga 



artists. The group will award 
prizes in three categories — Sci- 
fi/fantasy,photo-realistic and 
organic/abstract — and will trans- 
form the best entries in into 
rather snazzy holograms. 

All entries will be put on to a 
video for promotional purposes 
later. To take part, call 041 946 
2191. The contest closes on Octo- 
ber 28. 



NEWS 



GRAND MACHINE 
FOR A GRAND! 



MOUSE MAT 
OR BUST 



The cost of professional Amiga 
computing has dropped a lit- 
tle — distributor Silica has 
h)ii»t out an A4000 030 for £999. 
.- - :-■> RRP price by £200 
Commodore doesn't make the 
■twtiinr with a hard drive but Sili- 
ca s version includes a whopping 
-Mb The 540Mb machine costs 
That should be enough for 
ffaibow islands. 

Both bundles come 
with Wordworth, Print 
Manager. DPaint IV. 
Chaos Engine. Syndicate, 
Pmiball Fantasies and Nick 
MM Coif. 

More fab news comes 
from US publisher New 
Tefc. which is releasing its 
award-winning graphics 
software Lightwave on 
its own for the first time. 
Lightwave traditionally 
comes packaged with the 
Video Toaster. 



This is the Amiga peripheral which 
lets you fiddle about with film 
sequences (just like they do in Hol- 
lywood). Lightwave is the package 
used to generate animated 
sequences. Soon Lightwave will land 
here. It will probably set you back 
around £600. For budding Spiel- 
bergs and serious bedroom enthusi- 
asts only. 




ft 



M M e " ons ' char,ies - Bristols, 
MmtfM Bazookas. Jugs what- 
M ■¥ ■ ever you c.ill them we'll 
wager you've never seen girly love 
bumps on a mouse mat before. 

Until now. Because Oxford-based 
The Data Business is putting the 
saliva back into mouse drivers by 
producing a mouse mat in the form 
of a pair of. ahem, brassiered mam- 
maries. Your graphical user inter- 
face will seem so much more erot- 
ic from now on. 

Girls and er... others have not 
been excluded as Data Business 
has. in a fit of political correctness, 
also produced a version featuring a 
gleaming male torso. 



For eunuchs and animal lovers 
there's a pig. frog, owl and others. 
You can even have a mouse mat 
shaped like a spilt cup of coffee so 
that, rather amusingly, you might 
accidentally fool yourself into 
thinking that you have in fact spilt 
your coffee. Hours of fun with that, 
we reckon. 

These completely wacky mouse 
mats will set you back a measly 
£6.99. They apparently have etched 
PVC tops for good traction (always 
useful) and specially-made matrex- 
90 high colour bases. All very nice, 
but if we're talking about putting a 
pair of wazoomas on your desk, 
who cares? 



Syndicate... bundles of lun. 



TOUCHING TV GAMES 




SkyB will redefine 'inter- 
face' TV when it introduces 
a 3D version of Head To 
The original version of the 
minute show, which pits 
games players against each other, 
is being repeated at the moment 
on The Children's Channel. The pro- 
ducers have just finished making 



Mead 
eight 



100 3D showdowns which will be 
broadcast every day, twice a day 
starting in July. Viewing will 
require 3D glasses. 

Head To Head is the only games 
show on telly at the moment. It's 
hosted by Violet Berlin from (TV's 
Bad Influence. 




Phwoar* Not bad. eh lads? The knockers aren't bad, either 



JOYSTICKS TRIUMPH 
FOR VIRGIN 

R 



ichard Branson may have 
missed out on the nation- 
al lottery but why should 
he care? Virgin Interactive Enter- 
tainment won the much-sought- 
aher Golden Joystick prize for 
Best Software House'. 

The Golden Joysticks are 
awarded by the readers of EMAP 
magazines and since The One is 
an EMAP magazine that means 
you Yes — YOU! 

Virgin scooped the award for 
the consistently high quality of 
■ts output (and no doubt for sink- 
ing major wedge into all that 
flashy PC stuff like 7th Guest) but 
the product which voters singled 
out was Cannon Fodder. This 
shoot-em-up — award- 



ed a stonking 91 percent by 
Britain's least funny Amiga 
games mag — us — was named 
'Best Original Computer Game'. 

Other accolades 
went to Sensible Soft- 
ware which was 
named Best Computer 
Programmer, Ocean 
Software which won 
Best Computer Simula- 
tion for TFX. Acclaim 
was rewarded for 'ser- 
vices to the industry'. 
The swanky 'do' was 
attended by over 150 
senior industry people 
and was hosted by 
zany, madcap Radio 1 
DJ, Steve Wright 




P NEWS 



COVERMOUNTS TO 
GO WHOLE 



Complete games 
could soon 
appear as maga- 
zine cover-mounts. A 
meeting of industry big- 
wigs later this month 
will discuss whether the 
time is right to relax the 
current stricture which 
states that only demos 
may be cover-mounted. 
There's a feeling that 
'giving away' games 
from the back catalogue 
wouldn't damage indus- 
try profits as it may have 
done a few years ago. 

Unsurprisingly, the 
main topic on the agen- 
da at the meeting of 
trade body ELS PA will 
be sex and violence on 
cover-mounted games, 
want to cover-mount games full of 
blood and swearwords which may 
upset a few MPs. who. of course 
never swear, or hunt, or anything. 

Under the law, games don't have 
to get a certificate like films. Games 
publishers have only a voluntary 
requirement to submit product to 
the British Board of Film and Video 
Classification for a rating. Mean- 
while, EL5PA has launched its own 
voluntary games classification sys- 
tem. The body expects all games to 
carry an ESLPA rating by September 
1st. Obviously it doesn't want cover- 




Trex Warrior... the complete game given away by 
The One last August. 



It doesn't 



mounts to ruin its clean-up efforts. 
Roger Bennett, director and gener- 
al secretary of ELSPA, said: "We d 
like to see magazine publishers show 
the same degree of responsibility as 
the games companies. We're confi- 
dent they will and this meeting is 
designed to help them do so." 



UP TO DATE 
ACTION FROM 
DOAAARK 



What could be more 
embarrassing than 
loading up your copy of 
Championship Manager 
and finding Darren Peacock 
sporting QPR's kit? Horren- 
dous thought. Isn't it? Hav- 
ing recognised that there is 
a serious potential for 
embarrassment here, 
Domark has lined up the 
Championship Manager 
End Of Season Data Disk. 

For f1 5.99 you'll be =— 
able to relegate 
Sheffield Utd (hurray!) 
and promote Crystal 
Palace (er. can we 
have Sheffield Utd 
back?). The new disk 
is an upgrade for 
existing owners only. 
It'll be out at the end 
of the month. And 
there's a free copy of 
Fever Pitch by Nick 
Hornby. This has been 



described as the best book about 
football ever. It is as well. Even 
though it's about the Arsenal. 




Man Utd SQuad 
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DtrS MIDS flllS 



Championship Manager End of Season Updates,., 
bye bye Harry Basset, hello Brian Little? 



AAAIGA 
SURGES 

UP CHART 



Commodore's corporate sit- 
uation might be a bit on 
the desperate side but 
paradoxically Amiga platforms 
keep grabbing market share 
from their rivals. Up to May, 
Amiga software accounted for 21 
percent of all games sold in the 
UK. That's just behind the Mega 
Drive and nearly double sales for 
SNES and PC. It's a 1.5 percent 
rise on the previous month. 

CD32 increased its share to 2.5 
percent of the market. It's still 
pretty small but check out the 
formats trailing in its wake — PC 
CD-ROM. Mega CD and Atari ST. 
The CD32 hot games were Fron- 
tier Elite 2 (again), Sensible 
Soccer 92/93 (yawn) and Bru- 
tal Football. 



STICK TO YOUR CARTS 
SAYS TEAM 1 7 

T 



earn 17 continues to stick 
two fingers up to con- 
soles and while giving a 
big thumbs-up to the Amiga. 

The Yorkshire boys' latest 
budget game Arcade Pool 
smashed into the charts at num- 
ber one and accounted for near- 
ly four out of every 10 budget 
games sold. Last year Alien 
Breed Special Edition stayed in 
the charts for an amazing 33 
weeks. Not surprisingly. Team 17 
has been deluged with offers to 
put its catalogue on the con- 
soles. But it ain't happening. 
Marcus Dyson, Team 17's devel- 
opment co-ordinator. explained: 
"We're not keen to license them 
out. After all the strict quality 
controls the Amiga versions had 
to go through we don't want to see poor conversions 
on console." With so much emphasis on gameplay it's 
not surprising that the company has committed to CD 
formats. It has 12 CD32 games in development now. 

• Body Blows will be released by Team 17 in a new 
AGA version in a few weeks time — but check this out 
— it will cost only £12.99! Innovations include 256 
colour AGA graphics, the 21 -player Tag Team mode 
which only previously on Ultimate Body Blows and the 
ability to install the game on the hard drive. 




Its Alien Breed. And. yes. its 2. We'll never tire of that 
old gag. Even though it's not funny. 
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RENEGADE MAKES 
UNITED SENSE 



The reliable old warhorse 
Sensible Soccer will be re- 
released in a limited edition 
D**or* making way for a fresh pair 
c* «o,s this autumn. 

The re-released game from Rene- 
gade »s an International Edition 
to co-incide with the 
Cup (and featured exclu- 
on The One's beach-tastic 
coverdisks this monthlll). It con- 
tains all the participating teams 
and fixtures on show at USA 94. 
Cafl Wolverhampton Wanderers 
and ask one G Taylor whether Eng- 
land will be there. 

Apparently the gameplay for 
international Edition has been 
tweaked to allow the referee to 
show red and yellow cards. Let's 
hope the ref's show more consis- 
tency than they do in the Premier- 
sup every Saturday. 

Sensible Soccer International 
Etfition will knock you back £19.99 
but if you've got the original you 
ar upgrade for £8. 



Fim-: 
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The much 
hyped (by us) 
Sensible 
World of Soc- 
cer will be 
released in 
September 
on Amiga. It 
features 
1,500 gen- 
u i n e 
clubteams 
from around 
the world. 

'Sensible 
Soccer is one 

of four hit soccer-sims to be assem- 
bled in one package by Empire 
Software. The compilation has 
been put together to cash in on 
World Cup fever (does this sound 
familiar?) and costs a meagre 
£25.99. The other games are Goal!, 
Championship Manager 93 & 94 
and Striker. As David Coleman 
might say, er... that really is quite 
remarkable. 



P/.2 



Senst Soccer International 
Edition... tasty cover-mounted 
bliss for this month only. 



FANTASTIC CODED 
MESSAGE! 

PSLOP PTCLCY, PSLOP 
ACKXB, PYV PSLOP ZGBSPC 

PBX VXTGVLYO CQLAA 
SXMMPOX UJMC LIWX NGJ. 



RESPECS DUE 




ow can you achieve protec- 
tion from your monitor's 
harmful ultra-violet rays 
while attaining a fashion look that 
will make men seethe and women 
swoon? The One has the answer — 
try Gepro's incredible glasses. 



According to information only 
recently beamed in on a press 
release, these amazing shades 
provide 99 percent protection 
against electromagnetic radia- 
tion, reduce eyestrain and com- 
bat drowsiness. 



But that's not all. They also 
sport a 'lightweight practical 
design'. Grrr, eh girls? Even if 
you're already ocularly quadri- 
form, Gepro does a clip-on ver- 
sion to fix on to your specs. Is 
there no end to the good news? 
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Team 17 

Virgin 
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EURO 
TRAWLS 



The cream of the Amiga world's budding 
talent can be yours for under £15. Spe- 
cialist CD publisher Almathera, well- 
known for its huge public domain com- 
pilations, has released EuroScene 1 for 
CD32. It consists of game sequences, art, 
music and graphics demos by the 10,000 
Amiga programmers who contribute to 
the European Demo Scene. 

This is the archive held at the Univer- 
sity of Helsinki which has always been 
used as something of a shop window for 
software "talent". AJmathera's technical 
director Jolyon Ralph said: "Every soft- 
ware house in the UK has someone on 
the staff who exhibited on EuroScene. 
And that includes me." The work on 
Almathera's disc fills the entire 600 Mb 
of the CD. 

A second volume will be released before 
Christmas. 



e) 



STRIP 



...IBM scientists claim to have 
developed a new kind of CD 
which stores 10 times more than 
the conventional disc. They have 
worked out a way to glue 
together CDs yet make every 
layer readable by the laser in 
the machine. The fatter disc can 
store one million pages of text, 
12 hours of music or several 
movies — yet any item can be 
retrieved within 10 seconds. If 
adopted, the new disc could 
redefine the length and depth 
of games, and increase the dura- 
tion of full motion video 
sequences. However the disc 
obviously won't work on stan- 
dard CD players because of its 
depth. So IBM will have a job to 
usher in this new technology 
because the CD is so well estab- 
lished now. But then you could 
have said that about vinyl. 

...Virgin Retail has always 
been a cool retailer — snubbing 
the console-only approach of 
some rivals for an all-format 
philosophy. 

So it's great to know that six 
new Megastores have just 
opened. The expansion brings the 
Megastore total up to 30 in the 
UK and Ireland. Games take their 
part in the store alongside music, 
video, books, hi-fi accessories and 
t-shirts. virgin sold its 30 games- 
only Virgin Games stores last 
November for £12.5 million to 
Future Zone, Five years ago it 
sold around 100 of its smaller 
music-only stores to Our Price. 

The new stores will in Liver- 
pool, Croydon, Leicester, 
Portsmouth, Derby and 
Southampton, Virgin will also 
refurbish Megastores in Leeds, 
Glasgow and London (Marble 
Arch). 

...Games development special- 
ist Optonlca is ploughing ahead 
with Amiga tools to signal its 
support for the technology, ft has 
just announced Interplay VI. 0, a 
new authoring system which was 
four years in development. It has 
already been used to produce 
Optonica's own Amiga CD titles. 
Insight and Pandora's CD. plus 
magazine cover discs. The avail- 
ability of Interplay is another rea- 
son for games developers to 
think seriously about working on 
CD32 projects. It will cost devel- 
opers around £1,000 
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Dear The On? 



"EXTREMELY 
ANNOYED BY THIS 




o 



Dear The One. 
I am writing to you regarding two 
of your reviews. 'Replays'. May '94 
— just who wrote the review of 
MiG-29. eh? He obviously knows 
nothing about military aircraft. The 
review states: "MiG-29 is as outdat- 
ed as the plane it's based upon. " 

As an avid aviation enthusiast, I 
was extremely annoyed by this com- 
ment which is obviously not true. The 
MiG-29 'Fulcrum' is one of the world's 
leading combat aircraft — look in any 
military aircraft book for confirmation 
of this. A similar thing happened dur- 
ing your review of F-117A. 

Frivolous comments by reviewers 
on subjects they clearly know noth- 
ing about is the only thing that 

"NOT SO GREAT AS 
TO BE CUMBERSOME" 

Dear The One, 

I would absolutely love to take this 
opportunity to tell you what a won- 
derful magazine you are. Your pages 
are just the right dimensions and 
have a wonderful friction coefficient, 
providing an easy surface to grip. The 
bulk is large enough to provide a 
hearty read, but not so great as to be 
overly cumbersome. 

Your reviews and comments are 
most mirthful — have you ever 
considered the stage? I am 



spoils the best Amiga games mag- 
azine around. 

Scoff Donnison 
Winchester. 
Oh dear. Whilst we're not against 
anyone having a hobby (although 
yours, it has to be said, is one of 
the saddest we've come across), 
those with specialised knowledge 
of subjects that would bore the 
pants off the majority of people 
should keep their nit picking ten- 
dencies to themselves. We're quite 
proud that we know nothing 
about planes apart from the fact 
that they fly. and we've never 
claimed to be walking encyclope- 
dias or authorities on any subject 
other than Amiga games. You see, 
we have something else to occupy 
our time when we're not working. 
It's called 'a life', and you should 
try getting one soon. Have a free 
piece of software, anyway. Git. 



($4 Yhr weat her t fw ojyjsh 
V £=^=sfS ^you were lovely 



"DO YOU 
ACTUALLY CHECK 
YOUR MAGAZINE? 



rr 



a senior officer was approach- 
mi) Tnfi ii n—iffy feo^gpa 
away!" was followed by a crowd of 
people desperately trying to cover 
up these illicit activities. 

The word 'wrods'. by the way.' 
comes from the Anglo Saxonl 
'wrodoe', which means 'One with a 
speech impediment. Like Johnathon] 
Ross, for example'. We were merely] 
being funny. Or not. 



sure you would be a most witty 
panelist on the current affairs pro- 
gramme Have I Got News For You. I 
am positive that I won't win your 
'Git of the Month award*, but per- 
haps you could start a new award 
called the 'Bottom-Licker of the 
Month' or something. 

Yours brown-nosedly (but not at 
all smelly because your back-passage 
is gorgeous too), 

Allan Ovington. 
Sheffield. 

There's not much else I can add to 
that is there! 



Dear The One, 

In the Letters section of your maga- 
zine, I notice that you like slagging 
off people with bad spelling in the 
'Git of the Month'. Do you actually 
check your magazine after it has 
been printed? 

For example, on page 32 of the 
May issue it says 'Tie breaker: (com- 
plete the following statement in 
twelve wrods or less)." Or on page 
33, it says "Cocks away!" Well, what 
can you say? 

Still, you're the best magazine for 
Amiga gamers and you're one of the 
few magazines that frequently gives 
away 3 coverdisks with some blind- 
ing demos and PD games. 

Tristan Harvey, 
Cannock. 

It's okay. Tristan, I've tidied up your 
spelling for you (obviously you're the 
kettle and we're a black pot). Any 
anyway, we meant to put 'cocks 
away'. Back in World War 2, allied 
pilots relieved the boredom by hold- 
ing bird fights, where two feathered 
animals pecked each other to death 
In a cage. Because betting was 
involved, this practise was illegal on 
military property. As such, one per- 
son was placed on watch and 
instructed to warn the others when- 



Dear The One, 

re lovetv. 




"CANT BLOODY 
COUNT! 

Dear The One, 
I am very upset. No. I'm even mord 
upset that that. Words {surely] 
'wrods?' — Simon.) cannot describ« 
how upset I am, but, trust me. I'ml 
pretty cheesed off. I only get this 
upset if money is involved — name-l 
ly about £1000 that I intend to wir 
off you around September-ish timeJ 
as long as I'm right in the knowledg« 
that you can't bloody count! 

I am referring to the June resuH 
of your Fancy Football League goal- 
keepers' bit. Go on. have a look anc' 
come back when you're done. 

Finished? Oh, you haven't both- 
ered I we did, actually — Simon.)! 
well, anyway as far as I'm coirj 
cerned -1 -4 = 5, not -4 as you put 
It for The Batcave. as well as mosl 
of the other keepers. Now, I don'l 
like having a whinge, but I'W 
picked Nigel Martyn as my keeper if 



POSTCARDS 



the hope that you are all thick. 
Please tell me that you are. 

I'd also like to mention something 
about MA Griffiths' letter in the same 
-ssue. SOD OFF YOU ANNOYING — 
and I hate to use the word — GIT! If 
you want to be all nice and mature 
then that's very lovely, but I quite 
enjoy being a childish git, and in case 
you haven't noticed, so do a lot of 
people when they're young. If you 
want to be old and decay slowly 
hunched over your keyboard com- 
plaining at any fun we have then 
bog-off over to another magazine 
and let us run around with our undies 
on our heads like the idiots we are! 

I'm immature and proud because 
it means I'm not an old whingeing 
git like yourself. As long as there are 
idiots like me around. The One will 
never get boring. Let your standards 
slip and stay sarcastic. 

Mike Waterhouse 

Erm... wecan count but (and you've 
got to believe me), the 'Fancy Foot- 
ball Competition' is the biggest 
administrative nightmare I've ever 
had the misfortune to oversee. The 
results are fed into a specially-creat- 
ed computer program which then 
zhurns out every player's scores 
(1 10 in all). These are then added to 



the running total every issue and 
the results keyed into the grids you 
see on page 103. Sadly — and this 
was always going to be inevitable 
— mistakes have crept in and we 
can only apologise. Obviously we do 
our best but you're probably aware 
of how crap at our jobs we are, so 
what can I say? However, any key~ 
ing-in errors spotted in the mag are 
rectified the following issue (as you 
can see) and the final tables will be 
correct. So if you spot any simple 
mistakes like that, or notice other 
inconsistencies then please don't 
worry. We're bound to notice them 
sooner or later. 
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"EMANATING FROM 
PUBLIC LAVATORIES" 

Dear The One, 

My friend and I have just thought 
up a completely new and revolu- 
tionary add-on for the Amiga. Any- 
one who has ever read a PC maga- 
zine will no doubt have seen them 



wiffling on about strange contrap- 
tions called sound cards. These sim- 
ply enable the PC to produce sound 
and music. It is from these cards 
that we got our inspiration to 
dream up this new add-on, the 
smell card. 

This card would allow the Amiga 
to produce different smells according 
to your situation and location in a 
computer game. For example, you 
would be able to smell the sweet 
perfume of a young princess as you 
held her in your arms in Defender of 
the Crown. You would be able to 
sample the pleasing scents of the 
flowers and plants as you wandered 
through the woods on Melee Island 
in The Secret of Monkey Island. You 
would be able to smell the sickly- 
sweet aroma of blood drying in the 
sun as you gun down innocent civil- 
ians and enemy agents in Syndicate. 
And the nauseating fragrance ema- 
nating from the public lavatories In 
Sim City could be simulated with 
remarkable accuracy. 

As you can see, the smell card 
would greatly enhance the atmo- 
sphere produced by games and would 
probably become an essential add-on 
for all Amiga owners. One word of 
warning, though. Be careful when 
you're playing the final part of Mon- 



key Island 2 because LeChuck's under- 
wear doesn't smell as sweet as roses. 

Gareth McSorley, 
Glasgow. 

Yes, but would it recognise dire 
releases and produce appropriate 
crapulous and farty smells whenever 
you loaded up Last Action Hero or 
Dangerous Streets? / think not 
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"YOU THINK BJORK 
IS LOVELY" 

Dear The One. 

I am writing in response to a sup- 
posedly Lord Thrombosis Granttock 
IV. Bjork. a beauty? Who the hell let 
you out? I always thought it was a 
bad idea closing the mental hospi- 
tals down. 

I know you think Bjork is lovely 
because your friends do and you 
think it is really trendy to follow in 
their footsteps. You bought the Bjork 




POSTCARDS 




T-shirt because your friends did. You 
bought the Bjork knife and fork set 
because your friends did. You bought 
the Bjork underwear set because 
your friends did — all just so that you 
could be trendy. 

I could probably guess what you 
are wearing; big, baggy army-style 
pants and a pair of Doc Martens, 
with a smelly fisherman-type jumper. 
You have long, chip-pan-greasy hair, 
more spots than Super Ted's friend, 
and earrings that would put Bet 
Gilroy to shame. I bet that if you 
added up the cost of everything in 
your wardrobe it would come to a 
penny less than a fiver. And it would 
all stink of toilets. 

Face facts, you're a sad little plop 
on a dog's bottom. 

Paul Hallwood, 
St. Helens. 

I sense a lot of anger in you, Paul. If 
we'd printed your last line then we 
would be taken off the shelves and 
sent to prison for ever, you sick indi- 
vidual. Put on the kettle, take a few 
deep breaths, and imagine a field 
full of fluffy teddy bears. That's 
right. We know Bjdrk's completely 
unattractive, as does anyone in the 
developed world. But it's not a prob- 
lem. That's right — it doesn't really 
matter. Now go and shake hands 
with Lord Thrombosis Granttock IV, 
and we don't want to witness any 
more of this nonsense. 
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"BANANAS ARE 
CURVY" 

Dear The One, 

See your Letters page? It used to be 
crap. And boring. In the extreme. 
Month after months (after month) 
your readers would be subjected to 
the same old tosh — "In last month's 
issue you gave Intrepid Frog from US 
Gold 76 percent and this other 
mag... didn't," and, "I hate pirates — 
they're ruining the software industry 
and probably smell bad." But now 
that fot g i t David has left, this is 
beginning to change. 'Git of the 
Month'? Inspired. Good on you, 
that's what I say. 

The magazine is also becoming 
better because you're using the word 
git literally tons of times, and that 
can only be a good thing. And the 
reviews are funnier, too. Make me 
laugh, so they do. The bits before 
the actual reviews are also 
^ improving. No more straight 
F*^| plot rehashing like in ye olden 



days — they've been replaced by sen- 
tences of consecutively-written 
English words which, when read 
from left to right, are really good. 
And quite funny. 

By the way, bananas are curvy 
because most other fruit is spherical. 
God invented bananas because all 
the spherical fruit such as apples and 
oranges kept rolling of His Godly fruit 
bowl and he needed some sort of 
curved contraption to act as a lid. 
And because God has the power to 
do anything he made it edible and 
yellow. He called it 'banana' because 
everyone likes stupid-sounding 
words with three syllables (and that's 
a scientifically proven fact). 

Incidentally, the Great Wall of 
China is not man-made. It was con- 
structed :enturies ago by a very, very 
(very stupid) beaver. This beaver built 
its dam for miles across the Chinese 
landscape before it realised that 
beavers build dams to hold back 
water, not grass. 

Well, this letter has to end here 
because it if didn't it would end some- 
where further down the page. I'll just 
say this before I go — I have no 
money. I saved seventy pounds in 
notes and then used them to make a 
papier-mache boat. I called it 'Sacrifice' 
and gave it to my mum. She called it 'a 
bloody waste' and made me eat it. No- 
one appreciates art any more. Pah. 

NeilJack, 
Fife. 

You get weirder with every letter, 
Neil, what on earth are you on? Any- 
way, make sure you keep writing 
because your letters are generally 
quite long, which means that I don't 
have to write as many words back. 

"AS MUCH USE TO 
ME AS A CHOCOLATE 
FIREGUARD" 

Dear The One, 

After sitting lazily on my behind for 
the past month or so, eagerly await- 
ing the release of the June edition of 
your cool magazine and the answer 
to a burning question which I hoped 
someone else would ask, I find 
myself disappointed, and thus com- 
pelled to write in myself. 

My question is this: In the May 
issue there was a small article saying 
that Team 1 7 (software gods) were 
shelving plans for A7/en Breed 3D, 
due to the amazing Doom. 

This is all well and good for those 
happy PC owners out there who take 
great delight in gloating over its bril- 
liance. Doom can be as amazing as it 
wants, but is about as much use to 
me as a chocolate fireguard unless an 
Amiga conversion is planned. 

So, please put me out of my mis- 
ery, is a conversion on the cards? I 
need to know! 



Will Bobbins, 
Shipston on Stour. 

Okay, you'd better sit down. Doom 
will not be released on the Amiga. 
Ever. You need a blimmin' powerful 
PC to run it as it stands so a CD32 or 
A1200 version would be far removed 
from the unquestionable excellence 
of the version that's out now. How- 
ever, news has just reached me that 
a game not too far removed from 
Doom will probably be out by the 
end of the year. That's as much as I 
can say now because I'm sworn to 
secrecy, but rest assured that we'll 
be bringing you more news just as 
soon as I can. 

"I DONT KNOW WHY 
YOU BOTHER" 

Dear The One, 

I don't know why you bother print- 
ing stupid letters like these. 

Peter Walters, 
Run well. 

Nope, neither do I. 

"THEN IT 
HAPPENED!" 

Dear The One, 

I've just bought the May edition of 
The One. I quickly looked through it 
and found a Work in Progress on Sim 
City 2000. I was overjoyed, and 
quickly read through the article. Then 
it happened! I found out that it was 
not coming out on the Amiga A600! 
My friends own a PC and they have 
bought Sim City 2000. I've played it 
and I love it. Imagine my disappoint- 
ment to find out that it was not com- 
ing out for the Amiga 600. Please 
could you find out what's happening. 

Aldan Cowley, 
Co. Dublin. 



I've just $pok 



"I LOVE HER 



iken to the ever-helpful 
Chris atMaxis and he's informed me 
that Sim City 2000 will only run on 
an A1200 with a hard drive, sadly. 
There definitely won't be a CD32 ver- 
sion (due to the amount of on-board 
RAM it would be impossible to save 
cities) although If Commodore 
release an A1200 CD drive then 
there 'll probably be one for that. 



Dear The One, 

I'm writing to ask what's hap- 
pened to the CD1200. All the other 
mags have been writing about it. I 
heard it is coming out in the Autumn 
— is this true? 

And why only five minutes for the 
Armour-Geddon 2 demo? It takes me 
three minutes to set the damn thing 
set up and to find the enemy. I prefer 
Betty Hoop because she's a babe and 
I don't care what you lot think. I love 



WATCH 
OUT r THE 

TIMES! 

There's a letter currently circu- 
lating the software industry 
which we think you should be 
made aware of. We've omitted 
the names and addresses of the 
people concerned but every- 
thing else is exactly the same. 
With grammatical errors like 
these, we'd like to offer the 
authors jobs on The One. By the 
way. we look forward to the 
first issue, guys I 

Dear Sir/Madam 
We are a group of people cur- 
rently reaserching the possabil- 
ity of setting up an Amiga 
computing magazine, written 
and produced entirley on 
Amiga computers. 

We will be conducting 
monthly reviews on software 
and hardware currently on the 
market, and for future release. 
Products will be reviewed fairly 
on a percentage basis and will 
recieve awards for good quali- 
ty and value for money. We 
hope to have our first issue out 
before Christmas, and will be 
offering competitive advertis- 
ing rates. 

We would be greatfut to hear 
from you about the possability 
of recieving your product for 
review in the magazine, and can 
be contacted at the above 
address. 

Yours faithfully 
XXXXXXXXXX. 

The person who supplied us 
with this letter also scratched a 
reply on the bottom which 
read: "Personally I think your 
time would be more effectively 
spent going to spelling 
lessons," so it's obvious that 
this new publication is already 
being treated with the greatest 
respect. 



her even if she was made by Warner 
Brothers and is a bit out of date. 

Andrew Salter, 
Oxon. 

Because of Commodore's on-going 
financial crisis, it's impossible to find 
out any concrete facts about the 
CD1200. Our guess is that it will be 
out around September time but that's 
the best we can offer I'm afraid. Soz. 

Okay, that just about wraps it up 
for another month. Keep your letters 
comin' and we'll be back soon. Bye! 








EVERYTHIN 
JUST THAI* 



Stunning World Cup football 
management, you can even turn the 
clock back to the qualifiers, but this time 
you make sure England get through! 

Featuring: Five difficulty levels: 1 - 4 players: full 
training sessions (18 styles): full World Cup 
programme, or start with qualifiers!: comprehensive 
editor for matches, groups, players etc.: group and 
individual pep-talks: strategy sessions: view your 
opponents matches: six playing styles: create your 
own weekly and daily schedule: animated match 
highlights: make in-match changes to team and 
playing style: in-match commentary {spoken on CD). 
And more! 



Out: End June, PC, Amiga /meg, Amiga 1200 
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he whole world's gone foot- 
ball crazy! Except England, of 
course, as Terry Venables and 
his squad 'enjoy' an enforced holiday 
while the rest of the globe's premier 
sides compete in the World Cup 
(which should be reaching 
its conclusion about now). 
And it's all because of Gra- 
ham Taylor's stupid ideas 
and the fact that he didn't 
pick the entire QPR team to 
don the white shirts and 
dark blue shorts for the all- 
important qualifiers. 

Whenever an England 
manager is doing particular- 
ly badly, passions run high 
throughout the country. In 
the Summer of last year, a 
few people from EMAP — me 
included — decided to go 
and watch a televised ^ 
match in a seedy pub 
in Islington (and this is 
true). The place was 
packed full of drunken 
men eagerly watching the 
many TVs set up especially 
for the footy match. As Eng- 
land started to slip further 
and further behind, the smoky room 
was filled with swearing as people 
bayed for Graham's blood, and 
one man was particularly 
uproarious in his protests. 
"Substitute so-and-so." he 
bawled. "Push up 
what's-his-face," he 
cried. "Bog off, Tay- 
lor!" he shouted. As 
England conceded 
another goal, he 
became so incensed 



by the goings-on that 
he picked up a pint 
glass and, pausing 
only to shout "I 
could do better 
than that," 
smashed it on his 
own hand, drawing a large 
amount of blood. Which was a bit 
stupid, really, because there was still 
quite a lot of lager left in it. 

Thankfully, there are safer ways to 
vent our managerial frustrations 



game is still riding high in the soft- 
ware charts (number six. in fact), 
which is amazing when you consider 
it's been on the shelves for well over 
eight months. 

Matt was particularly impressed 
by Premier Manager 2 when he 
reviewed it last September. "Good 
stuff, this management business, 
isn't it?" he asked before admitting 
"I'm hooked!" To top it all off, he 
declared "this really is the best bits of 
all the footy games bundled togeth- 





without having 
to slash ourselves 
with bits of the old 
Ravenhead in order 
to get a bit of 
attention. Football 
management 
games allow us to 
take 



er and laid out on a golden plate for 
you" before finishing off with a typ- 
ically characteristic "good stuff" 
(again). But then he says that about 
everything. The hairy git. 

Premier Manager 2 is so realistic 
that it's started to generate the same 
rivalry real football has. In a recent 



control of our own 
football clubs and 
put together an all- 
conquering team. 
Premier Manager 2 
is generally recog- 
nised as the best of 
the bunch and if you 
don't believe me 
then ask one of the 
80,000 people 
who've bought the 
blimmin' thing. The 
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televised PM2 session, one spectator 
was so frustrated by a competitor's 
decision that he informed the others 
he could do better before taking a 
gun from his pocket and depositing 
his brains on the new Stainmaster 
carpet. But now there's an easier 
way to prove you're the best. And 
it's all thanks to us and Gremlin. 



In our ever-continuing quest to 
bring you the most innovative com- 
petitions possible, owners of Premier 
Manager 2 will be able to take part in 
the 'Premier Manager 2 Manager Of 
The Year Competition'. All you need 
are your original game disks and a lot 
of talent to enter, and it's going to be 
fun. fun. fun all the blinkin' way. 



HOW TO ENTER 

Grab your Premier Manager 2 disks and play 
until you're really, really good. 

Once you've decided that you're the best, fill 
in the form on this page (or a photocopy) and 
send it to: I'M GREAT AT PM2. The One. 30-32 
Farringdon Lane, London EC1R 3AU to arrive 
here by 28th August. Don't forget to SAVE THE 
GAME at this point and keep the saved file 
handy, otherwise there'll be biggus troublius. 

We'll then send the entries up to Gremlin 
and their 'pane) of experts' will sift through 
the forms and select the ten best managers. 
The 10 finalists will then be contacted by 
post and ask to send the save game disk (the 
details of which must correspond exactly to 
the information on the form) up to Gremlin. 

The winner will be the person Gremlin 
decides is the best at Premier Manager 2 
from the information supplied. Not only will 
this fortunate person receive a breathtaking 
trophy, but £200 ( — cash!) and their name in 
Premier Manager 3. 

Please Note: NO BLOODY CHEATING - Grem- 
lin will be able to detect from the save game 
file whether you've used any cheat modes 
and if you're caught you'll be executed at 
dawn. You've been warned. 

Gremlin will be dealing with the judging and 
its decision is final. What this means is that 
there'll be none of the kind of mathematical 
errors which have plagued the 'Fancy Foot- 
ball Competition'. We hope. 

That's it! 




I ONE ON ONE 
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Since the early days of the Amiga, 
Graftgold has shown itself to be a 
consistent producer of top-quality 
games. With products like Rainbow 
Islands, Uridium 2 and Fire & Ice 
under its belt, the future, it would 
seem, looks pretty rosy. But where 
do they go from here? Andy Nuttall 
has a word or three with them. 




hen Andy Braybrook 
offers himself and his 
company, Graftgold, for 
the purposes of an interview, you 
don't take the suggestion lightly. 
He's a well-known raconteur, a man 
with a story for every occasion; after 
all, he's been involved in the games 
industry for over a decade. 

The company is now officially 10 
years old, and still going strong with 
a stack of Amiga hits in its cupboard. 
So for this month's 'One on One', 
Andy Braybrook is joined by Graft- 
gold's newest signing. Kevin Hol- 
loway, the almost corporately mon- 
ickered Development Manager. 

When wat CrjftRold formed' 
Ancry. Steve [Turner, Managing Direc- 
tor] started, I believe, in September 
1983, writing games on the Spec- 
trum. I joined him in November that 
year; before then I'd being working 
for a few companies writing "serious 
software". Steve too: he'd been 
working for an insurance company 
writing COBOL programs. 

I began writing games in my spare 
time. Sometimes I'd stay behind at 
work until 10 in the evening, just 
writing the odd game on an IBM 
mainframe. My dad bought a Dragon 
32 at about the same time that Steve 
bought a ZX81, and I think that's 
when we both got the bug. 



nth 




Andy. We both played in different 
bands In the Witham area, so we 
were connected musically. Steve 
played guitar, and I played the bass; 
but each member of both bands had 
been in the other band, if you get 
what I mean. We were only pub 
bands — we weren't trying to take 
off the likes of Genesis, or anything! 



v.n the company |uit you and 

Andy: For at least another two 
years. We were working out of 



Steve's dining room, and we just set 
up two desks and two computers in 
there. I used to turn up at his house 
at nine-'o-clock in the morning, and 
leave again at five in the evening. 
Until we released the first game, 3D 
Space Wars, that's all we had — but 
it was only a short time, about two 
months. 

Who published your g*m«? 
Andy: Hewson first then Telecomsoft 
did for a while before they were 
bought out. We realised that it was a 
bad idea to stick with one publisher, 
because if something happens to 
them then you're very vulnerable 
so we started spreading ourselves 
around a bit. We did some stuff 
for Virgin: Iron Man, Realms and 
Off-Road Racer; and then we 
went to MicroProse with the 
Rainbow Islands project. 

Then the Bitmaps set up their 
own publishing arm. Renegade, 
and they seemed keen to take 
on one or two other compa- 
nies that they knew could 
keep the products coming 
through. They were offering a much 
better deal than everybody else — 
they set their own deal up for the 
Bitmap Broth- 
ers, and they 
couldn't under- 
stand why no- 
one else could 
offer the same 
sort of deal. So, 
it made sense to 
put a lot of work 
through them. 
It's worked out 
very well so far. 
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Hov* many people 
«re working at 
Gf AftiO'd now? 

Andy: From all of 
the original people 
who set up Graft- 
gold, there's only 
Steve and myself 
left. But we've 
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on a lot of new staff, and 
** now employ 17 people! 
Kevin. Originally, the people who 
started software houses were 
games fanatics, but unusually both 
Andy and Steve had previous busi- 
ness experience. It's sort of come 
Mi-swing now, certainly with some 
of the people we've taken on 
recently, because they've come 
from jobs in commerce. 

Oo« Mm mean **t you're fiobiK «o 

Kevin: Not really. It's just that these 
people know that the game has to 
sell, rather than it just being a 
game that they like. It's not just a 
hobby which happens to pay the 
wages anymore. It's a business. So. 
we've got to produce the sort of 
games we like and make sure that 
they sell. 



Andy: I think it's changed the 
nature of the games we write. 
Before. I'd just sit 



How did the deal with Empire 

Kevin: Well. I was working for 
Empire at the time, and I wrote the 
contract for Graftgold. At Empire 
there was a desire to release a foot- 
ball game to coincide with the 
World Cup. which seemed like a 
good idea because we thought 
nobody else would think of that! 
(laughs] And Graftgold were on our 
wish-list of people we wanted to 
work with. 

Who's bee^ pfourjmmlng I 

Kevin: Jose, who joined us 
about nine months ago, when 
we first started the Amiga ver- 
sion. He's been working on 
that ever since, and learning 
the ways of Graftgold 
through Andy. Jose is very 
new to the industry: he's 
been writing games for 
a long time, but has 
never been in a team 
before. 




down and 
write an arcade game I 
knew I'd enjoy playing, and hope- 
fully it would be good enough to 
sell, Under my regime, as it were, 
we would probably never have 
done a football game. But, when 
the opportunity came to write one, 
we had a guy who was interested 
in doing it, and commercially we 
could see [with the World Cup] that 
a football game was a good thing 
to do. 



Andy: He puts 
stuff together that I wouldn't 
even dream of doing. He just treats 
every screen he wants to display as 
a blank sheet, which he has to built 
up from hardware level every time. 
He works in a completely opposite 
way from myself, and I s'pose you 
could say that we've crossed 
swords from time to time. 



>o you mtn the old diyi, when 



Andy: Yeah, it was nice being able 




to do every- 
thing myself. I was 
doing the graphics as well, and 
the music was about the only thing 
I wasn't doing. The games have got 
so big now, though, that it's not 
possible to do that anymore. With 
the better graphics potential it's 
great to have some guys to do it for 
you; and also some help with the 
programming. Games are just too 
big now for one person to hold in 
their head. 



Andy. Hmmm. It's more of an 
organisational nightmare, cer- 
tainty. In some ways I like the 
old days, but I can see that as 
things get bigger and better it 
was always going to change. I 
can see my role in the compa- 
ny changing: I'm not spend- 
ing all the time writing my 
own game anymore. I'm also 
supporting other program- 
mers. As time goes by it's 
nice to have a different sort 
of job to do, and to have a different 
viewpoint on things. 
Kevin: It's very much a team spir- 
it now, though. It lets you con- 
centrate on the part of the team 
which you're good at. which is 
much more of a professional 
approach. The quality of the work 
which is coming out is much high- 
er than it would be if it were just 
individuals working separately. 
Andy: ft frightens me a little, 
because the development gear you 
need to compete nowadays is 
going to scare a lot of the individu- 
als off. It's a vast expense, and for 



Andy: It's nice that we've got a new 
round of machines which are get- 
ting a bit bigger. The A1200 has 
suddenly given us a bit more room 
to manoeuvre, with 2Mb of base 
memory; and the CD32 which gives 
us a nice big CD to put our musical 
ideas out on. We must get the 
music from our band on there 
[laughs). I'm not sure that it's CD- 
quality, though! 

Kevin: That's probably a good thing 
for the waiting public, actually. 
Andy. You've never heard us play! 
Kevin: No, but I've seen you on a 
unicycle. though. If you handle 
your guitar anything like you han- 
dle a unicycle... 



You can see Empire Soccer your- 
self, simply by flipping to the 
front of this very magazine, 
removing the disk, and inserting 
it into your Amiga. What, you 
mean you missed it? 





PEOPLE CONSTANTLY HARP ON ABOUT HOW THE 'GOOD OLD DAYS' 
WERE, ER, 'GOOD' (AND, ONE^RESUMES, 'OLD' AND 'DAYS') - BUT 
WERE THEY? WILL 1994 BE FOlTOLY REMEMBERED IN YEARS TO COME, 
WHEN IT'S SAT IN A ROCKING CHAIR, DROOLING DOWN ITS BEIGE 
SUMMER CARDI? I WONDER? LET'S RIFLE THE BULGING POCKETS OF 
POSTERITY AND TAKE A DIP INTO THE GIANT LUCKY-BAG THAT IS 
TOMORROW — WHAT SURPRISES LURK CHALLENGINGLY WITHIN? WELL, 
I HOPE THERE'S A SHERBERT FOUNTAIN IN MINE. HMMM... 
^ OVER THE NEXT 12 PAGES, WE TAKE A LONG (12 PAGES LONG, IN FACT), 
1 HARD LOOK AT THE STATE OF THE AMIGA. WE KICK-OFF BY REVEALING HOW 
I OUR FAVOURITE GAMES MACHINE WAS BORN, COMPLETE WITH SOME 
I RATHER MESSY PICTURES OF CAESAREAN SECTIONS AND UMBILICAL-CORDS. 
W THEN WE ASK THE SOFTWARE COMPANIES TO TALK WISTFULLY ABOUT THEIR 
FIRST RELEASES AND PLOT THEIR PROGRESS \A/frH A FAN-TASTIC COOL CHART. 
™ F YOU'RE AFTER FACTS THEN PAGE 32 IS WHERE IT'S AT AS WE LIST MORE 
INFORMATION THAN ONE COULD POSSIBLY DIGEST WITHIN AN AVERAGE 
UMANOID'S LIFETIME. FINALLY, GARY PENN LISTS HIS FAVOURITE GAMES 
ALL TIME AND PONDERS THE FUTURE (IT MAKES FAIRLY HARROWING 
DING,. SADLY). 

HERE YOU GO. OUR BIGGEST FEATURE YET. CUT IT OUT AND KE£I» If , 
SOMEWHERE IF YOU WANT. YOU COULD PUT IT IN A BOX IN THE fcTflCjltJff- • 
GET ABOUT IT FOR 50 YEARS AND THEN PULL IT OUT TRIUI¥PliANI ?# ' 
LY ONE RAINY DAY AND BORE YOUR GRANDCHILDREN TO DSATW. ' a 
MORE SIMPLY (AND ENVIRONMENTALLY SOUNDLY, FRIENDS) Q> 
TEAR IT INTO HANDY STRIPS TO WIPE YOUR BOTTOM WITH. 
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THE HISTQBY OF < 
THE AMIGA (pt. 




All the best stories begin with 'once 
upon a time'. It will come as no shock 
to learn then, that this rather jumbled 
er... interpretation of real life events 
begins with four hippies in California, 
stardate early 1982. Nevertheless we 
recommend that you join us in our 
homage to photo-love, peace and 
quite literally huge profits. Man. 




THE BOYS GO BACK TO THEIR SURF SHACK AND BEGIN 
WORK ON THEIR NEW MACHINE DESIGN, CODENAMED 
"ZORRO." 






SHORT OF COMPONENTS, THEY ASK THEIR FRIENDS AGNUS, 
PORTIA AND DAPHNE TO BE IN THE CREATION. 



"WHY SUAE. 
HONEY!" 



T ' If* 





TO HIDE THEIR ACTIVITIES FROM THE OUTSIDE WORLD, THE 
CHAPS PRETEND THEY'RE DESIGNING GA ME CON TROLLERS. 

WOiADN' 



COUID USE SURE 
BOARDS INSTEAD 01 
IOYS TICKS' 



NOW COMPLETE, BUT LACKING A DECENT BOX DESIGN, THE 
NEWL Y-CHRISTENED "AMIGA" IS TAKEN TO THE 1984 CES. 

^"VVEU. IF WE'RE GoInT^OSeTTIt 




ANYWHERE 



LAH' WE COUID 
CALl IT GURU 

\EDITATION. OR 
SOMETHING 



ft 




JACK TRAMIEL — PREVIOUSLY OF COMMODORE, 
NOW OF ATARI — OFFERS TO BUY AMIGA FROM 
HI-TORO HIPPIES. 



HERE. SOrS CO 
AND BUY YOURSELF 
A &E ER WHILE I. ER. 
EXAMINE YOUR 
MACHINE. 



i j 
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THE GUYS CELEBRATE. HAVING SOLD THEIR MACHINE 
WITHIN HOURS OF SHOWING IT OFF. 



A 



CHEERS' 



'I 



SENSING A HIT MACHINE, COMMO 
BIGGER OFFER. 



IE STEPS IN WITH 



/ UKE YOU GUYS. 
AND / UKE YOUR 
IDEAS HERE'S A 
LARGE WAD OF 

CASH.' 



[AFTER ACCEPTING THE COMMODORE OFFER, FURTHER 
CELEBRATIONS ENSUE. 



CHEERS' 
AGAIN' 



1993. COMMODORE UK PROMOTES DONALD 
(SORRY, DAVID) PLEASANCE TO THE HELM. 



1994. COMMODORE ANNOUNCES THAT IT "FEELS A BIT ILL," AND 
SO WON'T BE COMING OUT TO PLAY FOR A WHILE 



HELLO IMYOUR 
NEW BOSS AND/ 
UKE FOOD- 



. O 




Continuing our mooch thro 
past, Simon Byron invites t 
housos down to tho botch 
powerful cocktail while ho 
My about their first Amiga 



all thing! 



bar to e nj o y a 



Life usually starts off small and 
ends up, er... big. Tiny seeds 
grow into nice flowers and, 
ahem, other kinds of seeds some- 
times turn into people. And, as I'm 
sure your teachers have no doubt 
reminded you, oak trees really do 
grow from acorns. 

The computer industry is no excep- 
tion to this natural law: once there 
was this cottage industry run by 
anorak-wearing spotty adolescents; 
today we are surrounded by multi-bil- 
lion dollar earning conglomerates 
fronted by shrewd suits with pound 
signs printed on their eyeballs. 

So how did the cutely propor- 
tioned software houses of yesteryear 
mutate into many armed corpora- 
tions? Search me — but I guess a 
constant stream of best-sellers may 
have helped. But if it wasn't for their 
first hits, things could have been dif- 
ferent. So here, for your entertain- 
ment and delight, is what a selection 
of the software houses have to say 
about their first Amiga games... 

ELECTRONIC ARTS 

Skyfox 

"Well, after hours of research and 
searching in various bins for the 
appropriate information we have 
finally concluded that our ffrst Amiga 
games were Skyfox and Marble Mad- 



ATE DARTS 



GREMLIN 

John Lowe's Ulti- 
mate Darts 



CONVERSION BY ME 



ness," reckons EA's Nick Channon. 
cleverly managing to advertise two 
of his company's products for the 
price of one, the crafty beggar. "I'm 



■T " "You've really had 
us picking our 
brains to remem- 
ber our first ever 
Amiga release," 
says Gremlin's 
Steve McKevitt. 
"We were hoping 
a \ff it would be some- 

M«vm& thi °g real| y excit - 

'J ing and ground- 

—"" — ~ breaking. In fact, 

Darts. I suppose it 
shows that we've come a long way 
since those tentative first Amiga 
steps. This 1987 interactive feast 
didn't sell in iTooMike numbers and 



afraid that both were really rather certainly wasn't a landmark game in 



good," he continues, "with Skyfox 
being a rip-roaring snorter of B an 
action game, that set the standard 
for first person shoot-'em-up action. 
Marble Madness, on the other hand, 
was a 3D isometric marble sliding 
game which just made you mad. 
spawned a thousand imitators and 
set the standard for future 3D iso- 
metric marble sliding games. Both 
games, I am assured, were com- 
pletely and utterly top." 




Gremlin's glorious 10-year history. I 
suppose I could have lied and said 
Lotus Esprit Turbo Challenge or 
Monty Mole — now they really were 
something special." 



CODE AA ASTERS 

Advanced Ski Simulator 

"At Codemasters, there's this cup- 
board. It's up by the kitchen bit," 
explains the ever-ebullient Richard 
Eddy from Codemasters. "It gets 
bumped into, knocked, its door is 
broken and, of course, there's coffee 
spilt down the side of it. Pretty crap 
life for a cupboard, really. 



IJHR 



"But this cupboard knows it's 
important. Occasionally, you can 
catch it, just out the corner of your 
eye, with a really smug look on its 
face. Erm, door. And that's because it 
knows. It knows it's the most impor- 
tant cupboard in Codemasters. Lurk- 
ing inside its deepest corners is every 
Codemasters game ever published. 
All 400 (or so) of 'em. Every time a 
game is released, a copy gets slung in 
there. One on top of the other. 

"And so. when The One asks for a 
copy and a few words on Codemas- 
ters' first Amiga game, you know it's 1 
down there somewhere. Way down 
there. Right down at almost the sod- 
ding bottom. Thankyouverymuch, 
Byron. 

"Anyway, Advanced Ski Simulator. 
It's a simulation of skiing and it's 
advanced (hence the title. Well, not 
hence the title, actually. Everything 
Codemasters published in the '80s 
had 'Advanced' and 'Simulator' in the 
title. But — hey — it only cost £4.99. 
And d'y'know — it was actually a 
very smart game indeed. With lovely 
music and the obligatory scrolly bit at 
the beginning, it captured quite an 
atmosphere. Right from the moment 
you set off down the slopes with 
sampled cries of a whole crowd of 
people shouting "Go! Go! Go!", cow 
bells ringing and decent 'whoosh' 
noises as you skied down the slopes. 
It was all really good fun. 

"So it went on to sell by the buck- 
et-load — the two-player option was 
especially popular. So popular, in 
fact, that the programmer, Andrew 
Graham, went on to program other 
two-player games. One of them 
became quite 
famous, selling over 
250 000 copies. That 
was Micro Machines 
which, spookily 

! enough, was Code- 
masters' most 
recent Amiga 
release. Coinci- 
dence? Fate? 
can say? Ma 
cupboard 
Perhaps 
should ask it next 
. time. then. 



"Brataccas — the name nobody 
could spell," reveals MC Marky Ble- 
witl from Psygnosis. "The product 
that broke the mould. The first 
Amiga game. Ever." 

"Brataccas is a self-contfBed 
world based on a number of aster* 
oids. Taking the role of Kyne, an 
earth scientist accused of hideous 
crimes and genetic fraud, you must 
fight to clear your name before 
you're spotted and arrested. Clearly 



a plot like that could not be an 
excuse for a large, zap-'em-up game, 
could it? Well, it could but it isn't. 
You see. SrafaccaJflta highly-com- 
plex arcade adventure. 

"Brafaccas boasls large, well-ani- 
mated sprites, rooms which have 
been given a sort of perspective 
allowing the player to move around 
in several directions. State of the art 
for the mid-80s. 

"Since then Psygnosis has pub- 
lished over 60 Amiga titles including 
the ground-breaking Barbarian, 
Shadow of the Beast t^gy, and 
Lemmings." 




OCEAN 

Wizball (sort of) 

"Ocean's first venture into the world of the Amiga was a lesser-known title 
called £co," admits Nick Clarkson. voice of Ocean. "Remember it? No, me 
neither. Anyway, the second game arrived a couple of months later in April 
of 1988. Wtzball received much critical acclaim and even to this day is still 
heralded as an all-time Amiga classic. In case you didn't catch Wizball the 
first time around, it involved you controlling a small green sphere catching 
droplets of paint in order to bring a little colour into your grey, drab world. 
Okay, so it might not sound like the recipe for a hit game but it certainly 
had that payability factor. You'd be lucky to find it in its original box. but 
it is still out there on the Hit Squad label." 




CORE DESIGN 

Corporation. 

"Corporation was the first game that 
we released under our own name; 
Core Design." explains Richard Bar- 
clay, Core's almost-top bloke. "Since 
its formation in 1988, Core Design 
had operated as a development 
house — supplying finished products 
to games publishers who had com- 
missioned us to write them from 
them. Titles written by the company 
include Rick Dangerous 1 and 2 (Fire- 
bird), Dynamite Dux (Activision) and 
Action Fighter (Firebird). 

"Early in 1990 the decision was 
taken to start publishing our own 
products from June of that year. 
Over a fairly short period of time, 
Corporation was storyboarded. It 
was to be a multi-level, three dimen- 
sional, role-playing game which 
would feature scaled sprites. When I 
took the preview versions along to 
the magazines they went absolutely 
crazy. It was the first time they had 
ever seen an Amiga game featuring 
this technology. As soon as The One 
published a preview, the phones 
didn't stop ringing. Ace's review was 
really the icing on the cake. They 
gave it 96. 5 percent and as soon as 
that was out we started getting 
about 300 calls a day. But — after all 
that — Corporation nearly didn't 
happen. 

"At that time, there •re only ten 
of us in the company — three of us 
running it and eight programmers 
and graphic artists. Corporation was 
scheduled to be released in June but 
had suffered a slight delay because 
the storyboard was extended some- 
what. Since we had ceased writing 
games for other companies by then 
we weren't earning any money. It 
was the beginning of August and 
still the product wasn't finished. Our 
cashflow was such that we had 
enough money to run the business 
until the end of September, after 
which time we would be penniless 
and out of business. 

"Our distribution deal meant that 
as long as we released Corporation 
by August 31 we'd be okay because 
we would be paid for all the revenue 



earned from its sales on October 1. 
Publishing it on September 1 would 
mean that we wouldn't get any 
money until November 1 and by 
then we would have been history. 

"By Friday. August 24 we had a 
nearly complete version but the 
maps hadn't been finished^hat 
weekend we all sat around in a circle 
and just said things like, "put a laser 
beam here," and. "what about a lift 
there?" We had that finished by the 
end of the afternoon! 

"So we thought we had a bug- 
free version by Sunday evening and 
had told our distributors that we'd 
be delivering a master version earli- 
eWiat Sunday afternoon. They wait- 
ed for us, but kept saying things like: 
'We've got homes to go to as well, 
you know!' 

"At 9 p.m. on Sunday evening we 
all drove from Derby to the duplica- 
tors in Leeds and read in to the mas- 
tering machine what we hoped 
would be the finished version. Sub- 
sequent play-testing, however, 
proved that there were still bugs in 
the code. So we travelled back to 
Derby and at about 4 a.m started 
again. This went on every day and 
night until Thursday, 30th August. 

"I don't think anybody slept more 
than about six hours all week. I felt 
like crap and looked like I had a bad 
case of hepatitis B. At about 2 a.m. 
on Friday, August 31 we finally had 
a version from which we could dupli- 
cate the finished product. At this 
point you might think we could go 
home. But we couldn't. Everybody at 
the duplicators had already clocked 
off and because we needed to raise 
all the invoices on Friday, August 31 
and not September 1 we had to 
pack the game ourselves. So the 
employees of Core Design either 
worked on the conveyor belt, oper- 
ated the shrink wrapper or packed 
the boxes. After that, at 6 a.m., 
myself, Jeremy Smith the Managing 
Director, and another guy drove the 
stock to four UK software distribu- 
tors as far apart as Derbyshire and 
Essex. The game was sold by the dis- 
tributors to the retailers the same 
day — August 31. 

"It was a bloody nightmare!" But 
well worth it, eh? 




1111113 




CodemasienT & 





Corporation it make or 
break time for Core. H rveer- 
ly -- them. 



Thutitfvhavrk keep* the pro 
grammer up for day* on 
end. lima well spent. 



Rainbow Islands it acclaimed 
as one of the beat game* 

around. 



Jimmy White's Whirlwind 
Snooker Everybody won- 
der* II Archer's hair it 




Lemmings becomes Psygno- 
sis' big success story. We've 
never heard of it. 



Peter Molyneux is 
pronounced "God" with the 
release ol Populous 



PGA Tour captures all the 
thrills and excitement crl a 
round of golf. 





Br.if.urin. the first Amiga 
game. But no-one can 
remember whatit was like 




^» round or gotr. 

AsWr €~ ukArVrtrt 3 Ca AAA 



New Zealand Story. The Kiwi 
is voted the Most Cuddly Plat- 
form Character Ever by, er. mc. 



Cybercon J. So good, even 
Gary Penn likes it 



Sensible Software comes up 
with Witball. It s great. 



Dune 2 Biggest guns ever. 
Apart from those in Syndicate. W 



lucasArts makes lots of new 
friends with The Secret of 
Monkey Island. 



Calactk Warnor Rat%. Crap 
nam* Great game 



Punters misinterpret Killing 
Came Show and shoot Bruce 
Forsyth. 



JTTy 



Ft Grand Prl*. "Good," says 
Matt -Poor safety record, 
this season," says Harry. 




USG kicks off with Leader- 
board, already a hit on the 
CSA. Good start. 



Skytox Fab 3D extravaganza 

with a sky in it. But no lox. 



lotus Turbo Esprit Challenge 
becomes popular. Because 
it s good 



Although the two top Core 
people hate Chuck Hock, it 
sells loads. 



Continuing th« crusade into 
space. Gremlin produces, er. 
Spat e Crusade 



1 



Railroad Tycoon. Certainly 
not just for train spotters as 
ifs completely ace. 



Ditty Panic. Millions of eggs 
seen flying oH the shelves. 



7 



Silent Service U Just above 
average submarine simulator. 



X n 



Doodlebug, the game which 
everybody hates, but no 
knows why. 



tain Dynamo. Entertaining 
former based around an 
>k old person. Harry likes it. 



CJ In the USA tries to grab 
a piece of Ditty"* populari- 
ty. It fails. 



XT 




Bignose the Caveman. He/% m 
caveman. With a big nose;. 
And he's crap. 



tegic God-games have 
n done everywhere but 
in outer space, as Gremlin 
notices. Utopia is a big hit 



Hmmm, Outrun Europa... 
Okay, but no banana. 



Credibility crisis lo 
unusually nobby p 
McDonald Land. Simon likes 
it, thou 



Converted from the excel- 
lent C*4 game, MicroPros* 
Soccer is an Amiga disaster. 



HI 
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Cattle*. Great concept but as 
interesting as a wall covered 
in damp Dulux. 




Plan 9 From Outer Space, a 
game even worse than Its 



Great Ikence. Bloody awful 
platform game. 



Postman Pat comes with his 
black and white cat and com 
pletely rubbish gameplay. 



rrecaturf Manager. Bur who 
would w»nt to manage a 
track suit? 




V4 



Almost every software house has its ups and downs, and er middling bits. What 
happens when you take 10 of the oldest softies, and choose eight of their games at 
random? Or more succinctly, who's hot and who's sliding down towards the er... poo? 
Andy Nuttall, true to form, makes the magazine late finding out... 



Clvllltatltm — certainly 
wasnf written in a day. Or 
tome thing. 



Cruise For a Corps*. Hot. as 
you would eapect, Top Gun 
star fancying dead people. 



fool. Fast. cute, colourful, 
and ■■ill*--, better than the 
later console versions. 



John Madden Football. 
Gameri go wild, even it it is 
Gridiron Football which is 
ultimately each. 

/ \ 

f Shadow of the Beast Is releasee 
f to an unsuspecting public, and 
V sells Amigas in huge numbers. 
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DMA Design declares rfs 
leaving the Amiga after the 
stonhlng RPG Hired Gum. 




Robotop J released complete 
with "copy-proof protective 
dongle". Cracked copy circu- 
lates within two days, amidst 
jeers from the cracker. 



Core pays 11000 for the 
Jaguar licence. Money « 
spent, we reckon. 

/ \ 



/ Gladiators, a sadly dull 
platf ormer. Stinks of old fish. 



Super i fin - — Tmtrlt with 
thrilling Russian music. 



Indiana Jonmt 4 — the 
Graphic Adventure. Monkey 
Island with Harrison Ford. 



Goaf Touted as the ultimate 
footy game, but fails to 
match Sensi. 



Road flash. The first racer where I 
you have to punch people. 



"Desert Strike doesn't cash 
In on the Gulf War," says EA. 
Hmm... itchy chin. 



The excellent Gunship 2000. 
Yes — the chance for more 
'chopper' gags! Good. 



Flashback. More proof that 
"shooters make games 
great." Probably. 



Hot 




( 



Micro Machines. The best 
two-player driving game 
ever. Apart from Skidmarks 



73 

Second Samurai — a hit 
because Robert Maiwell 
wasnt involved. 

"1 f 



Premier Manager. A footy 
management game with nice 
graphics. Gasp! 



Turns to ensps for inspiration 
and Pushover is the result. 
Plays better than it sounds. 



Syndicate scores a hit with 
sick, violent people who love 
blood and gore. 



Hey. I like K240. The sequel to 
Utopia has got me in I rub with 
the boys for being a bit sad. 



r. a "fun 
wargame " Brilliant, but the 
Srltish Legton doesn't like it. 




War 
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Richard from Core isn't sure 
about Premiere, but It sells o 
Suddenly he is its biggest fan 



V / 




Firehawk flies like a brick 
and manages to bomb all on 

its own. 



Kwlk Snaw Dodgy spelling, 
dodgy game. 



med with Nigel Maniell't 
world championship win. Grem- 
lin makes a crappy licence. 





Mortal Kombat. the most- 
hyped game ever, actually 
turns out to be ace. 



/ 

Ancient Art of War in the 
Skies, a kind of side-on dog- 
fighting game, fun for a bit. 



Blob. Core apparently 
intended it fo be called Flofa. 
but It just ends up as a flop. 



Heimdall 2. "Norse y But 
Nice." says Simes. The whole 
world proceeds to copy him. 



Ocean does its bit for 'charidee 
by producing Sleepwalker. 




Soccer Pinball. It's not soc- 
cer, and neither Is It pinball. 
If is, however, crap. 



bit sme 



fprc — technically brilliant, 
but an average player can 
complete it in hours. Pity. 



sW Indiana Jones — the Arcade 
Game. Abysmal claptrap. 
Null said. 




Huckleberry Hound. True to 
Its name, plays like a com- 
plete dog. Neat. 



thomas the Tank tngine 
Unsurpriiingly. crap. 




Suburban Commando 

Still crap, much like the film. 



Alio Alio Cartoon Fun. If. of 
course, you define the word "fun" 
as "complete and utter drivel. 



Last Action Hero. Shoves 
dear old Psygnosis right 
down into the brown stuff 



In the poo 



work 18 hour dZZf'T™" "> 



There are 2 million Amigas in the 
U.K. And we've got four of them. 



rflV 



oQ 1 
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In Spanish, Amiga 
means 'girlfriend' 
I think. 



In German, Amiga 

doesn't mean 
anything at all. I 
don't think. 




^^Tps 3 poor-seiting 
noM s .s conceme ef 

better ones, crazy u 
world isn't it? 




reason, w o 
Lea °Td Je P^«V *** 
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ould like to thank the 
following folks for their help 
and co-operation in compil- 
ing this amateurish bodge of 
a fact sheet: Nick Clarkson at 
Ocean, Steve McKevitt at 
Gremlin, Mark Blewitt at 
gnosis, Doug Johns at Vir- 
, and a number of others 
o wish to remain anony- 
ous. Matt would also like 



to say "Bog off!" to all of 
mose who couldn't be both- w 
ered to help him. Good luck ' 

with the marks for the next I 

game of yours he reviews! f \ 




Some games should be part of every Amiga gamesplayer's 
collection - ah but which are they? Gary Penn thinks he knows, but 
then our Gaz thinks he knows everything. Stand by to lose your 
rags with this irritating' know-it-all. 





I n seven years of owning an 
I Amiga I have played some right 
I rubbish on it, I can tell you. In the 
good old days of a night out for two 
bob with change for chips, gravy the 
bus home etc, the Amiga was 'treat- 
ed' to some cack conversions from 
other machines (Commodore 64 and 
Atari ST, mainly); then, somewhere in 
the middle, we saw a glut of cack 
arcade conversions, and today... 
nothing's changed much: we get cack 
conversions of unremarkable PC com- 
patible stuff spread over too many 
disks instead. 

Sigh. If only developers had con- 
centrated on creating simple but 
entertaining single-disk software at a 
reasonable price rather than expen- 
sive and glossy but vacuous multidisk 
'extravaganzas'... it might have made 
some difference to the state of play 
today. I reckon that strong concepts, 
well-executed that don't abuse the 
machine will endure, but, sadly, there 
simply aren't enough durable releas- 
es available for any Amiga. 

One of the biggest disappoint- 
ments with the Amiga over the years 
(apart from Commodore continually 
remodelling it) is that more wasn't 
made of the, two-button joystick and 
the four-way adapter at an earlier 
stage. If Commodore had bundled 
the Amiga with even a reasonable 
tw o-bu tton joystick from the begin- 
ningT reckon it would have made a 
small but significant difference. 

The Amiga being the only widely 
available multiplayer machine would 
have helped, too. Gauntlet II was the 
first simultaneous four-player Amiga 

release I can remember, and Dyn- 
\ ablaster is the most recent but 
4 ) that's about yer lot. 



But we can't turn back the clock — 
and anyway, it wasn't all doom and 
gloom. It's time to take a brief but 
affectionate look back at the good 
times — and some of the software 
that makes the Amiga worth owning. 
It'd take weeks (and at least a couple 
of issues) to even skim over the his- 
tory of Amiga entertainment, so 
don't get snotty if something's miss- 
ing from this brief stroll down mem- 
ory lane. 

Forget all those big, fat adven- 
tures, RPGs and simulations they 
can prove stimulating in the short- 
term, but if the over-elaborate con- 
trols or the disk swapping or the get- 
ting bogged down in some clumsy 
linear storyline doesn't put you off, 
completing them will. 

No, what I like is stuff that I can 
come back to in, say, five years or so 
and pick up and play and enjoy. Even 
so, I reckon £25 notes is still too 
much to pay; my advice is, if you 
aren't fashion-conscious and can 
afford to wait for the budget or com- 
pilation re-releases, you should — 
now that publishers are more inter- 
ested in tomorrow's technology, the 
next couple of years will see an abun- 
dance of bargain .back catalogue 
releases. Old favourites from 1987 
onwards include Buggy Boy (fun little 
racer, that), tkari Warriors, Barbarian, 
Kick OH and Speedball. 

The rotating tower business in the 
Nebulus conversion was no less 
quirky than on the Commodore 64, 
but it lacked stamina (and it's a pity 
John Phillips' Scavenger, complete 
with its neat shadow effect, was 
ditched): the ghost 'n' host concept 
in Paradroid is smarj but the Amiga 
version is cobblers: Tetris is class — 



but not the original Amiga version , 
nor indeed most of the 'tributes' 
(that said, the alternative puzzlers 
Gem-X, loop*. Atomino, Puzznic, 
Plotting and Klax are all worth a look, 
as well as some of the PD clones 
which easily improve over the 'offi- 
cial' version); Archer's Snooker and 
Pool are worth a mention for how 
they looked more than anything 
however, the icon-driven interface 
isn't as immediate as I'd like. Archer's 
IK+, on the other hand, is still the 
only decent beat-'em-up on the 
Amiga. (Ahem... wot no Elfmania 
Gaz? Simon.). 

Geoff Crammond's Stunt Car Racer 
has a great feel, but loses its appeal 
after a while (when you fall off the 
track, the race is as good as lost, and 
that's annoying) and as for his For- 
mula One Grand Prix ... look, it's just 
another racing simulation (only 
injected with a typically huge dose of 
MicroProse 'fat' cells). 

David Braben's Virus has some 
solid ideas (reminiscent of Defender) 
but it takes far too much effort to 
play. And as for all those allegedly 
decent Amiga versions of Defender 
(most disappointing of all had to be 
Jeff Minter's official conversions for 
Arc)... believe you me, they don't play 
anything like the original (the widely 
unavailable Datastorm is a fair sub- 
stitute). Hybris, Battle Squadron. 
Quartz, Silkworm (and its 'sequel' 
SWIV) were all reasonable mindless 
blasters, too. 

Competent conversions from 
arcade to Amiga include the plat- 
formers New Zealand Story and Toki , 
and (if you can find it) the almost 
arcade-perfect Arkanoid (the sequel 
smells of fish). Readysoft's multidisk 




conversions of 
the tedious Drag- 
on 's Lair and Space Ace 
series sold betl*?i th*n any 
one expected (if you were sad 
enough to buy one of them, 
shame on you). Oelphine's Another 
World was only marginally more 
interactive than Dragon's Lair but the 
polygon-style system used to drive it 
has potential yet to be fulfilled. The 
use of polygons as seen in Graft- 
gold's Simulcra also had possibilities, 
but the game simply lacked oomph. 

US Gold's E-Motion. Storm's con- 
version of Rodland, Graftgold's con- 
version of Super Off-Road (for Virgin), 
Hudsonsoft's SC Kid, Broderbund's 
Prince Of Persia and Typhoon Thomp 
son, and Core's Rick Dangerous had 
their moments (but not enough of 
them). Zool. however, never had any- 
thing going for it, unimaginative pap 
that it is. 

And let's never forget that Bullfrog 
made its name with Populous on the 
Amiga, as did DMA with Lemmings 
There are some nice ideas buried in 
both games, but this ethereal control 
stuff leaves me cold (the same is true 
of Carrier Command, Dungeon Mas- 
ter, Sim City and Cannon Fodder). 

Oh, and some software bimbo 
called Shadow Of Beast somehow 
managed to set the world on fire 
under the pretence of showing what 
the Amiga could do. But if that was 
true I'd have chucked it in years ago 




THE SENTINEL (Firebird) 

Availability: Slim (but it must be due for a budget or compi- 
lation re-release soon) 
Price: N/A 

The map function's a waste of time and, yes. it's a con- 
version from Geoff Crammond's Commodore 6fl release 
of 1987, but The Sentinel's originality and payability is ^ 
%till as fresh as a cliche. Even though it's not compli-x. it's ^ 
a bugger to explain so I won't (something akin to a V 
screwy 'King Of The Castle' will have to do). Get a copy if ^ 
you can. get into it and get off on it. Go on, we won't tell. 
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FAR-OUT FUN FOR ONE 



Even the most dire multiplaycr game is a laugh. But when it comes to 
electronic satisfaction, the following can't be beat (oh dear). Perhaps the sad- 
, dest thing about this list (or maybe ifs me) is the lack of originality (most are 

\ conversions from older machines), but, that aside, the reasons for the choices 

] are clear: each game was built on a simple, novel idea that was representative 

I of the medium's potential, and was focused and eaecuted well enough to 

/ make it playable (and as an added bonus most involve little or no disk swap- 

ping or accessing) > 

ASTEROIDS (Publ.V n WIZKID (Ocean) 

p Hveryln, r e °° ma '") Ava.lab.U.y: Good 

P"ce:N/A VWere _ £12 99 (Hit Squ.»*» 



'y: Everywhei 



"ost intense b a* '*T ? e ^^ ^ U ^s 
versions of old 1 -rou nd. There are r» " P °' ,h * 



because nw- 
interaction 



Wi/ba". 



'" t times but it seems - ■ w predecessor. , dily - of the 



didn't - sa dder stir 



SENSIBLE SOCCER 

(Renegade) 

Availability: Very good 



Availability: Very good 
Price: f 25.99 

I reckon there's more to be done with 
17 footy simulations, and I also reckon 
Kick Off had the most potential (but it 
was never quite realised). Sensible's 
unabashed tribute to Kick Off (and Associa- 
tion Football itself, of course) is the more accomplished of 
the two Unless you can pick up Sensible Soccer at a bud- 
get price, it's probably wiser to wait for World Of Soccer. 



Availability V«-"y9° od , 1S| 

<«•**> "» u,t ** " penalise. And, i 
nasy el to mat baU in 

despite the f act |( „ e . 



Enter- 



AAARVELLOUS 
AAULTIPLAYER 

AAIRTH 

I don't know any- 
one who can be 
bothered to link 
two machines 
together to play 
some of the multi- 
player stuff 
around, so the fol- 



RAINBOW ISLANDS 

(Tain/Ocean) d 

Availability: Good 
Price: £7.99 (Hit Squad) ,. \tfAi 

Bubble Bobble's actually the better 
game, but Software Creations' Amiga •■•■■••■^J 5 f 

conversion w.is distinctly average (pre* ^-k 
dictably. the two-player mode's a laugh. lh> 

though) Tin Parasol Stars conversion's > 9MH 
marginally superior than Rainbow Islands, but ^^TTT" 
the game's not so hot. Somewhere in the middle, then, we find the 
second in the Rainbow Trilogy not an original Amiga game, sure, 
but Graftgold's conversion is one of- the more playable. The biggest 
problem with Rainbow Islands is that there's not enough of it, so 
you never get to fully appreciate its dozens of features. Even so, the 
Rainbow Trilogy is a must for serious software collectors. The mis 
leadingly-named Rainbow Collection features Rainbow Islands, Bub 
ble Bobble and the jolly New Zealand Story for ■ bargainous £19.99 



lowing are for one 

"%XS£Z" EXILE (Audiogenic) 

. Simultaneously. Availability: Good 



Availability: Good 

Price: £25.99 , -„ and William Reeve." 
Written by Jeremy Sm.ttv* d« sea|he lt* to prevent this 
would have taken more ^th * d (t5 , a(k of 
. likf a bad road accioem. « „i on iv 



a real P'^'^'V^and and Stones 

,'1. pa right laugh Best of 
„d Bones) arc ■ Tl^t— to me in a 

all Dream* ^V^ont^ **« ^ 



doublr pack repi 



(ooking like a bad leaves plenty 

focus on ""'rt^fhc- eve^of interaction in Exile 
to be desired but the lev inIer0C tive 
is higher than all those s 



„ e ., d Over ■•"■^■ffESSSK of sense 
««i^ffi3K of ,s principles and 



in my fat head I'd str.p 
make a man of it. 



LUMATRON (Sha 

A^'^.ity: Good ^ 
''"<" £5.00 

^""'•'P-^u.ar.v 



reware) 



m °"' '^""ed.fh.m (tm 



DYNABLASTER 
(Hudsonsoft/UbiSoft) 1 

* Availability: Slim 

Price: £30.99 '| 

It. beauty is its simplicity: ^™** a 

by ,he criche load ; but only in "JJJ"^ rfWr) - an< 
p.ayer game s a rathe ' dre y ^ p 



■r dreary, underdeveloped 



player game s a ^"^iEX and purposes, .ndistin 
this Amiga conversion is to , m • dish |oa(1(ng (i tho 

guishable from the PC Eng. ^ 1 hQ n , fou , W ay 

only minor gripe oh and P « J ( o( Dynablaste, 
adapter does come with d - lour .p a ck and have a 

, int find four mates, four joysticks anu formid able blast. 






SENSIBLE SOCCER 

Sensible Soccer was playing - who needs England when you've jus! got hold ot (he best PC lootball game ot all time anyway!? - PC Home 
Definitely, without the merest inkling of a suggestion of a shadow ol a doubt, (he best lootball game ever" - Amiga flo« 

GOAL! 

"Fast - Frantic and a good alternative to Sensible Soccer". - PC Rev 
"Goal is undoubtedly a superb game, you can never have too many good lootball games and Goal is certainly one of the best" - The One 

STRIKER 

"A great and very playable football game" - PC Review 
"It's a stunning debut, and all Striker is missing is the hall time oranges" • CU Amiga 

CHAMPIONSHIP MANAGER 33/94 

"The attention to detail is excellent and the number ol leatures too numerous to mention..." - Amiga Format 
"The most addictive management game available. It's still the best" • PCZoi 



THIS INVINCIBLE COLLECTION OF FOUR NO.l CHART TOPPERS CANNOT BE RIVALLED! 

AVAILABLE FOR IBM PC A AMIGA 
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Matt couldn't kid himself any 
longer — it really was the 
end of an era. With the WiP 
intros having gradually been reduced 
— not to mention having to get 
passed the 'enthusiastic' new 
Production Editor — there really was 
no way for the lad to be amusing any 
more. Looking back over the year, 
happy memories of 'Free sen', 'Alien 
birth' and 'Plane crashes' 
overwhelmed the young man to the 
point of tears. And so, closing his 
'funny box' for the last time. Matt 
made for the door. This would be the 
last ever irrelevant WiP intro. And, 
of course, it was. Goodbye. 




Andy Nuttalt, a man envied by several homeless people, once 
again thrusts his razor-like wit down the trousers of some of 
the country's top programmers, as he reports on what people 
are already calling "A good football game." Of course, we take 
no responsibility for the poor quality of the writing, but at least 
there should be some quite good pictures 



When we asked Matt Broughton who he thought would be 
best suited to Ocean's Kid Vicious WiP. he punched everyone in 
the face and kicked Simon's shins very hard indeed. Then — 
and only then — did it occur to us that until a game called 'Kid 
Git' appeared, he would be the only one for the job. It's got plat- 
forms, It's got violence, and now it's got Matt. Poor game, 



It's traditional that every few months or so, Simon suddenly 
announces that he's going to buy a car. Of course, being Edi- 
tor of Britain's smallest and possibly most unpopular games 
magazine is a time-consuming affair and. as such, Mr Byron is 
still vehiclularly challenged. Who better, then, to put behind 
the wheel of another imaginary car, as we look at Gremlin's 
latest racing game? No-one, thafs who. 



There's nothing we like better here at The One offices than to 
kick the crap out of Andy Nuttall for no apparent reason (not 
that you need one when you work with someone as annoy- 
ing as Andy), so It seemed only fair to allow the softly-mint- 
ed gimp to let off some steam of his own. As if by magic, what 
should arrive in the office, but Millennium's second Brutal 
Sports offering — Wild Cup And so. like the mates we are, 
we allowed him regain consciousness and then shoved the 
disks in his mouth. What a lucky chap he truly is. 



m 



TTTTiTTT 



CHO PINBALL 
ER SUPERST 



Looking distinctly 'back down to three again'. Matt Broughton peels 
back the layers of fat protecting some of the more succulent cuts, and 
inserts his scalpel where you wouldn't want to know. All of this mean- 
ingless babble basically says that it's Mini WiP time again, and would 
you like some sausages to go with your chips? Exactly. 
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Can we stand any more? After a long hard 
season, could it not be said that our soccer 
stars play far too many games? Is this why 
we missed out on the World Cup? 'Nah, we 
was just crap', claims Football Crazy Andy 
iMuttall — and after all he should know. 



rea 



Football's a relatively new 
game (compared to, say, 
chess, or kiss-chase), but love 
it or hate it, footy is the world's most 
popular sport. Of course, the millions 
who love it are faced by even more 
millions (particularly in the USA 
where 'shooting people' and tiddly- 
winks are marginally more popular 
than The Beautiful Game) who 
frankly don't give a bat's willy. TV 
hype surrounding domestic compe- 
titions and the World Cup only 
reflects the popularity of the sport, 
but handbags of people (usually 
girls, pun intended) complain that it 
seems like football is on the goggle- 
box all the time. Well bog 'em. 

As if to prove how closely com- 
puter games follow other forms of 
'entertainment', we're treated to 
exactly the same situation on the 
Amiga. A veritable cornucopia of 
footy games (okay, SOish) is arrayed 
winsomely on the shelves at Smith's, 
like a coachload of Leeds fans moon- 
ing cheerfully at passing motorists. 

Ah. you say, but will people buy 
all these games. Well, history sug- 
gests that they will: no matter how 
many footy games are released, 
there still seems to be a large section 
of the Amiga-owning public who will 
buy another one (or two, or three). 

This then, is exactly what Elec- 
tronic Arts is hoping will happen 
with the release of its ground-break- 
ing FIFA International Soccer, a game 
which topped the console charts for 
months late last year. 

On the consoles, FIFA received 
huge critical acclaim, an obvious 
pointer to the game's success? Not 
really. On the Amiga, the competi- 
tion to produce the best footy 
game (ever?) is a lot greater, so 
what's the Amiga version going 



PROJECT: FIFA International 
Soccer 

PUBLISHER: Electronic Arts 
DEVELOPER: Visual Sciences: 
David Cowan (Programming); Geoff 
Gunning, Mark Ireland (Graphics); 
Anthony Putson (Musk). EA: Kevin 
Buckner (producer); Nick Goldswor- 
thy (Assistant Producer). 
INITIATED: January 1994 
RELEASE: June 1994 



to be like? "It will be exactly the 
same as on the consoles," says Nick 
Goldsworthy, EA's Assistant Produc- 
er. "The programmers have done a 
grand task to fit FIFA onto a 1Mb 
Amiga 500. There won't be a specif- 
ic A1 200 or C032 version, but if your 
Amiga has over 1 Mb of memory FIFA 
will detect it and enable more play- 
er animations." 

ONE-BUTTON 
WONDER 

One of the more difficult tasks, 
apparently, was redesigning the con- 
trol system to cope with one-button 
joysticks, instead of the console's 
joy pads "It will need a combination 
of short and long button presses," 
reckons Nick. "We've found it diffi- 
cult to design, simply because of the 
number of different moves featured 
in the game. There are overhead 
kicks, diving headers, chest controls, 
banana kicks, back heels... you name 
it, basically." 

With large player sprites, realistic 
3D views and lifelike sound effects, 
FIFA caters for the people who want 




Of course, we're not going to see England play the USA in the World 
Cup, because one team qualified by default, and one didn't. However, 
like every footy game worth its salt to be released in the next month or 
so (and some that aren't worth anything, mind), you have the option in 
FIFA to select England. 




The headless (In this shot, at least) referee spends most of his time on- 
screen, getting into position to see the action as a 'proper' ref would. 
"The ref works very well," enthuses Nick. "He keeps out of your way, and 
he runs around and generally, er. looks realistic." Wise words, mate... 



realism. "Sensi Soccer was undoubt- 
edly great as far as gameplay goes, 
but it wasn't so hot on the graphic 
front. We didn't like the overhead 
view much, but that's because we 
like to make games look as realistic 
as possible. 



"I don't know whether you saw 
the promotional video for FIFA," says 
Nick. Er, no. "Well, we took the rip 
out of Sensi a bit, and had their 
overhead view with a bloke's voice 
saying 'No way!' or something. The 
graphics in Amiga FIFA are amazing. 
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Eng 1 and 



Shoo t i ng 
Runni ng 
Pass i ng 

Def ence 
Tackl i ng 
Goal Keeping 
Overal 1 




Me have an exciting 
matchup today between 
England and 
the United States. 



FIFA on the consoles 
features a Canadian 
commentator called 
Ron Barr. Thankfully 
he's been replaced 
on the Amiga by 
somebody closer to 
home. "It's actually 
a Marketing Director 
here called Tom." 
says Nick. What, no 
John Motson? "Well, 
he looked a bit more 
'Gillette' than the 
other guy [more 
product 
placement?). 
Nobody knows who 
the hell Ron Barr is 
over here, anyway." 





especially when you consider that 
the programmers knocked it up so 
quickly. At the moment, the guys 
are busy getting it up to speed, 
because when we first got it run- 
ning it was tediously slow." 

SOFA, SO GOOD 

FIFA's programmers and designers 
researched the game well, by play- 
ing every Amiga footy game they 
could get their hands on. "It was 
just for research purposes. I 
promise," laughs Nick. Their two 
favourites, and perhaps those which 
influenced the FIFA game the most, 
are an unusual combination: "The 
classic games which inspired us 
were Sensible Soccer [surprise, sur- 
prise — Andy], which has great 
addictive appeal, especially when 
you play in two-player mode. The 
other was Commodore's ancient 
International Soccer on the Com- 
modore 64. That was a gem. and 
excellent for its time. 

"We combined everything we 
saw on other footy games, plus 
many more of our own enhance- 
ments such as animated crowds 
which follow the action — loads of 
digitised cheers, boos, applause and 
chants. On the graphics side, FIFA 



I don't know which teams are 
playing here, but I'll bet that the 
reds must be Swindon. Which 
other team would employ a 
goalie who falls asleep in his 
goal? Either that or EA's having a 
laugh at our expense. 
Incidentally, when your 
controlled player (marked with a 
btjr) run* off-screen, a nice little 
coloured arrow points helpfully 
in his direction 

The classic 
games which 
inspired us 
were Sensible 

Soccer, and 
Commodore's 
International 
Soccer on the 
C64 
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Nick Gokfaworthy, 
Assistant Producer RFA 



International Soccer features lifelike 
player animations, with over 2,000 
frames of animation." 

To fit in with the World Cup 
theme — after all. it would be sui- 
cidal not to at this time of year — EA 
has included enough teams, playing 
styles and actual players to match 



any game on 
the market. 
"There won't 
really be any 
bias towards 
the World Cup 
in FIFA, 
though," he 
says. "Yes, it's 
coming out just 
before it, of 
course, but 
we're not going 
out of our way 
to flash 'Full 
World Cup 
Teams' or any- 
thing. I suppose 
of it like that, 
in there, but we 



you could think 
because they are al 
reckon that FIFA has made a name 
for itself and will sell on that 
strength alone." 

To strengthen that er... strength, 
so to speak, an area which EA is cur- 
rently exploring is product place- 
ment. This is the concept of putting 
product names in games to adver- 
tise related goods. "We've managed 
to get a few sponsors in for the 
Amiga game," says Nick. "Compa- 
nies like Panasonic and Adidas will 
all have their graphics in there, 
which is something that didn't hap- 
pen with the console versions. 
We've only just thought of it, to be 
honest, and it's going into the PC 
one as well." 

Apparently, this is something 
we're likely to see in almost all EA 
games in the future: "We've even 
got one in Theme Park," he says. 
"The people in the intro animation 
are sitting on the Midland Bank 
sofa. These companies see EA as a 
major developer, you see, and occa- 
sionally they come to us and ask us 
about a deal; although we now go 
out and look for one as well." 

BACK TO BASICS 

One of the original briefs of the FIFA 
Soccer design was to make it simple 
to play. So many footy games which 
are released nowadays are difficult 
to play at first — even Sensible — 
and so tend to put some gamers off. 
Because of that, FIFA was made easy 
from the outset: "I like to think that 
people can just pick it up and play," 
says Nick. "Some of the extra moves 
are difficult to master, but from the 
outset people should find just mov- 
ing around and kicking the ball pret- 
ty intuitive. It can be played that 
way, on the most basic level, but 
then as you get better at it you 
should hopefully pick up the other 
combination moves naturally. At 
least, that's the plan!" he laughs. 

Because it's easy to control, 
though, does Nick not feel that 
hardened players might want a 



more difficult — and perhaps there- 
fore flexible — method of control? 
"I think that the more formidable 
teams such as Germany and Holland 
will offer new challenges. That's not 
just PR-speak; I just mean that when 
you're playing the more, ah, basic 
teams, you tend not to use some of 
the more complex moves anyway. 
So, they're better for beginners, and 
if you play it then keep Germany 
until last! In a tournament that hap- 
pens anyway, of course." 

As with Desert Strike, EA is to 
include an option to use the Sega joy- 





ICON DO THAT 

Because FIFA was developed 
on the consoles, you tend to 
find that anything that can be 
illustrated is illustrated, and 
text Is kept to a minimum. 
Which is how ft should be. 
some might say. FIFA's setup 
options are really simple to 
follow, because each selection 
is accompanied by a good dia- 
gram showing you what's 
going on. 

There are three main 
options to govern what your 
team looks like on the field. 
Formation is the position of 
each player; midfielders, 
defenders, strikers; Strategy 
tells the Amiga which type of, 
er, strategy your team should 
play — All-out attack. All-out 
defend, and other things in 
the middle. Formation is the 
most interesting, enabling you 
to dictate how much of the 
field each member of the 
squad should cover. Pretty 
damn useful, eh? 



O 



WORK I 



PROGRESS 




Language 
Play Mode 
Team 1 
Team 2 
Half Tin.e 



Engl ish 
Exh i b i t ion 
Engl and 
United State 
4 ifi i nu t e s 



Goal Keepers Computer 




There are several mode* ol play in FIFA, including Arcade and 
Simulation modes. With Simulation mode the players get tired as in 
real-life, and you need to substitute them. In Arcade this doesn't mat- 
ter, because each player is as fresh as a daisy at the end of a game. 
"Also, you can select computer goalies or control them yourself. But if 
you play it like I do. you tend to find thai you let in a silly number of 
goals," says Nick, laughing. 




pad with FIFA, so you can make use 
of the extra buttons. "Obviously not 
many Amiga owners have access to 
joypads, but we got a good 
response from Desert Strike. We 
thought of using the space bar to 
select players, but nobody really likes 
using the keyboard during a game." 

Although it hasn't released much 
lately. EA Sports is certainly no 
stranger to the Amiga. Veteran 
gamers, and indeed budget-buyers, 
will probably recognise the names 
PGA Tour Golf and John Madden's 
Football, two all-time classic sports 
sims which people drone on about 
in the pub today. Is EA conscious 
that every game has to be a classic 
from now on. to prolong the series? 
Does it. in short, feel the pressure? 
"With all the different format mar- 
kets, you have to have a really top- 
quality product in order for it to do 
well." Nick tells us. 

"Games with a big licence sell in 
great numbers, but for classic sales 
you need a classic game," he con- 
tinues. "With John Madden we tried 
to put in as many little touches as 
we could to make it more realistic, 
and our playtesters still really love 
playing it. The PGA team did Desert 
Strike as well, and if you compare 
those games with the Sega titles 
you find they're quite different — 
even though the main game is 
essentially the same. 

"We are conscious that with all 
the footy games currently around 
on the Amiga, we've really got to 
work hard to make FIFA stand out 
from the rest. We're lucky in that 
there's a bunch of good people 
working on it, who are very inter- 
ested in the game and they want 
their baby to succeed." 




READY TO PULL 
OUT? 

"Sega and SNES sales of FIFA will 
soon total over a million copies 
worldwide," Nick says complacent- 
ly. A million copies: that's like, four 
times the total sales of Sensible 
Soccer on the computer formats; 
and a hundred times the average 
sales of a computer game. Natural- 
ly, with sales of that magnitude 
they're expecting great things of 
the Amiga version. 

"Syndicate and Desert Strike 
were EA's latest big hits on the 
Amiga, of course.'" Nick enthuses. 
"They proved that the Amiga can 
still make it with cool graphics, 
sound and very playable games. 
With the success of FIFA on the con- 
soles I'm sure that Amiga FIFA will 
exceed our expectations." 

Not bad. coming from a compa- 
ny which, just a year ago. were 
ready to pull out of the Amiga mar- 
ket because of apparently dwin- 
dling sates. So what's changed? 

"Well, we're not too sure what to 
do with the Amiga conversions 
from now on, to be honest. We've 
been slowing down on the Amiga 
for a year or so. but we've got a few 
titles coming out yet. It mainly has 
to do with the sales of Amiga FIFA 
— if that does well, then obviously 
we'll look to develop further EA 
Sports titles on the Amiga as well. 
It's not only Amiga sales that are 
dwindling, mind; sales on every 
machine aren't as good as they 
used to be, consoles included. 
Taken as a worldwide issue, the PC 
is taking off much faster than any- 
thing else; and that's why we're 
concentrating on that." 



When you look at the breakdown 
of the latest UK sales figures, 
though, you can see that Amiga 
sales account for double that of PC. 
And even CD32 weighs in signifi- 
cantly higher than PC CD-ROM. 
Doesn't that make a difference in 
the UK market? "I think that's part- 
ly because most of the games 
which are coming out on the Amiga 
now are very strong titles, and so 
obviously they're going to sell a lot 
more." 

TRUE WORK OF ART 

"We're uncertain at this stage what 
the next EA Sports release will be, 
after FIFA Soccer," Nick admits. "EA 
Hockey would be an obvious choice 
— I'm surprised that it hasn't come 
out so far. If FIFA does well, then 
the chances are we'll release FIFA 2, 
which is a likely console release 
soon. That will have much more 
moves, you can put your names in. 
there are better leagues... er, it may 



Yep. that's Fraxer Digby, all 
right. He's woken up now. hav- 
ing let through the 100th goal 
of the season. Hell, I know this 
is a pre-release version, but 
surely a lone striker breaking 
through six defenders and scor- 
ing has got to be unusual. 
Maybe the balance will be a bit 
better in the final game. 



our American HQ. It partly depends 
on whether a game can physically 
be converted or not. Converting 
something like Bullfrog's Magic Car- 
pet or Creation to the standard 
Amiga would be very difficult — 
impossible, even — but Theme Park 
was okay so they are doing that. 

"We've got some other stuff as 
well. There's a Warhammer licence, 
which is like a racing game, coming 
out on the Amiga shortly. So, if a 
game can be converted quickly and 
painlessly, then the chances are it 
will appear on the Amiga." And if 
that means that any of EA's recent 
releases are planned for the Amiga, 
then we should be in for a few 
treats yet. Hurrah! 




even have some management bits. 
That's all to be announced, though, 
because we haven't actually decid- 
ed anything firm. 

"Electronic Arts is releasing other 
new Amiga products this year, 
though, including Theme Park from 
Bullfrog and Deluxe Paint 5 from 



FIFA is rather unusual in that it 
doesn't only enable you to 
select the length of your goal- 
kicks, throw-ins and corners, but 
also their position relative to 
the pitch. The large square here 
Is the cursor which you can 
scroll across the entire field; 
while the thumbnail in the top 
right shows the player under 
your control. 







"The angle FIFA was designed at." Nick reckons, "makes it easy to see 
exactly where all of your players are. That way we didn't need to include a 
radar, something which most people find confusing at best. And even when 
your controlled player moves off-screen, a little arrow appears to tell you 
where he is." Thought of everything, it seems. Tsk. 




Although it's not strictly a World 
Cup-based game, you'll find that all 
the World Cup teams are In there 
anyway because FIFA represents, er, 
FIFA, football's governing body. As 
Nick explains: "There are 48 national 
teams in our game, each with unique 
playing styles. To add to that, there 
are over 900 lifelike players each 
modelled in one of 14 different skill 
areas." Should be fairly comprehen- 
sive, then 



Ah, FIFA looks so realistic you can 
almost feel the lump in the back of 
your throat as your man scores. (Or 
the lump as one of the away 
supporters cracks you over the head 
with a rattle, if you live in a particu- 
larly violent household). You'll be 
glad to know there's none of this 
cuddling and pile-on nonsense, 
though — a swift run towards the 
crowd with his fists clenched is good 
enough for our fella. 




Even though it's pretty easy to con- 
trol the basic kicking and heading of 
the ball, after a while you can build- 
up further skills. And, thankfully, 
there are plenty of them — some 
gimmicky, some useful. Here's a guy 
keeping a ball bouncing on his head, 
away from the marauding striker. 
Hey, of course we know it's a diffi- 
cult thing to do, but you can do it 
with practice. Honest. 



Obviously with a printed screen it's 
difficult to rustle up any enthusiasm 
for the animation. Although the 
sprites do occasionally suffer from 
the "Michael Jackson effect," (walk- 
ing and running on the spot) these 
are probably the most realistic play- 
ers we've seen yet. Even the net ani- 
mates, bouncing in and out when it's 
hit by a ball. Who says The One 
doesn't give you any facts? 



YOU'RE NOT 

SINGING 

ANYMORE... 

All football teams have the unsung 
heroes; defenders who work hard 
but are overshadowed by hat-trick- 
scoring strikers, and back-room 
boys who get the players ready for 
their games. On the FIFA footy 
field, though, the unsung heroes 
have to be the crowd. All through 
the game they're get up from their 
seats, wave rattles around, boo, 
chant — just like a real crowd 
should. Using a clever effect involv- 
ing repeating several sections of 
the crowd, EA has made it look as 
though each spectator moves indi- 




vidually. Here you can only see a 
small part, but see if you can spot 
the same bloke twice. Difficult, 
Isn't it? 
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THE MANAGER 

THB ULTIMATE FOOTBALL MANAGEMENT 
SIMULATION FOR YOUR AMIGA 



Select your learn and play the transfer market using real player data to make 
your decision. Unique tactical section enabales you to have total control of 
Individual players. Change your tactics during the game using the unique 
preset tactical options-should you hold onto that one goal lead or go for 
another? Review the comprehensive and detailed statistics to plan your 
progress when you need to. 
The Cetemk 

Organise your coaching and training. Get your scouts "on the ground" 
invest In your youth team and nurse your injury list back to full fitness. 
Select the best backroom staff to maximise your team 's performance. 
The> law f jer 

Deal with full post-match newspaper reports on your performance 
Take tough decisions, deal with your chairman, sponsors and fans. 

Negotiate your contract look after yourself and make sure your're 
the boss of your own destiny. 
The mini 

You're a 35 year old new boy - how long is it going to take you to get pro- 
motion, fill your trophy cabinet and build a dynasty. Your time is up after 
30 seasons at the top. 

We have managed to create an ultra advanced 

ARTIFICIAL INTELLIGENCE simulation of gameplay and player decisions. 
Relive the superb animated highlights of goals, saves and injuries. 
Everything you get in any other management simulation end more. 
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Amiga version available in Mid June 

RRPE29.99. 
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Matt Broughton witnessed a disturbing scene the other day. 
While driving through Barking, he came across a group of 
children standing around a tree r hitting it with steel bars for 
no apparent reason. Perhaps there is a point to be made 
about mindless violence in games after all... 

ave you ever wondered PROJECT: KM Vicious HIT AAE 

exactly what the software puhlisheR Ckein We " lhere ' s on,y ° ne 2** t0 

company PR people do? I ^SBSSBASSSR do in a situation like this, 

realise that a large proportion of DEVELOPER: Magnetic Fields; and that's to go straight 
their time is spent in the incredibly Andrew Morrj$ (De$ign Grap hics> 10 the developer. And so. 
important activity that we know u * may I introduce you to 
simply as 'taking us out for some 5haun Southern Andrew Morris, design- 
lunch and a beer', but there are (Programming/FX), Peter Llgget er and graphic artist 

^»r^w ™> »>< ~* «-* zizxss 

for the rest of the time? (Music) Doug Braisby (Business he can tell us the idea 

As an example. Nick Clarkson Side of Thin«). behind ,he °- ame " 
from Ocean came round to show " ™* h ^ "We basically want- 
ma Kid Vicious, but when I asked INITIATED: August 1991 e d to produce a really really good 
about the storyline he told me that RELEASE: August 1994 platform game - better than any- 

he had to go back to the office and - thing that's been around before. 

think it up with 'some friends of We ' ve looked at 

his'. Okay, I thought, an intelligent Blfl-JQB lots of similar 
bloke like Nick should be able to ■fflgUJOlW 9 ames whlch 
come up with something pretty IJ is something we 
good; let's see what he produces. Bo'v : ll iQ^ n -r, , n V tf1a« aM did with faC,ng 
Having given Nick some three 9 ames when we 
days to ponder over this awesome were wntma - 
task. I called up to see what the totus - and tried 
final in-depth plot was. Are you W/ tf ^1 to p.ck the things 
ready? Right... W '. i ^ftM ~^» we liked best, 
«Er well, what we reckon is that W A JM and incorporate 
Kid Vicious is a sort of caveman ■ mSf^f^SS^MfK^M^^m - them into K,d 
who's accidentally been caught up fl^E| -'fc t1 Vicious 
in a sort of vortex thin., and now j » ™n t 
has to get through lots or really ^^^^^^ ^ 
strange, er... levels if he ever wants appears at first 
to get home." Right. I see. So what 9'ance to be fairly standard platform 
about the fact that your caveman' fare, with lots of 'bits' to be collect- 
is wearing a shirt and trousers? ed. creatures to be clubbed, and 
"Ah yes. Well the thing is. we llPlfl¥llHffllllHlli1^ r lf!IIffl platforms to be negotiated So, to be 
reckon that there were probably blunt, what does Mag Fields think 
lots of other things in the vortex as makes Kid Vicious that bit special? 
well. Some of which were shirts and M ■! T lirW at l yiS'ht.T- 'a W HKf Jf r LttU aW "Well, it's very very fast l think 
trousers." Okay. And Kid is defi- it's faster than anything else that's 
nitely a caveman, yes? "Oh yes. been on the Amiga before, and I 
That's why he's got a club." think that the game is very novel 
Hmm. Have you ever wondered overall. There's also loads of stuff in 
exactly what the software compa- |||afj||ffl there The game's going on foui 
ny PR people do' bIbbBBBBbWb1b»BBBB%Bb1bbBBBBB™ disks, and that's without any flashy 




intros or anything — it's just four 
disks of game with a title screen 
This is really down to the levels 
because they're just huge, they're all 
over 200 screens in size, with each 
level taking about two weeks to 
design — and we've been constant- 
ly going back to them, tweaking and 
improving them along the way." 

Andrew's not kidding when he 
says it's fast — it flashes past the 
screen, complete with (and I don't 
think I'm wrong here) animated 
parallax backgrounds. How's that 
done, then? 

"Ah, this is a technical advance- 
ment that we're very proud of. No- 
one has done anything like this 
before on an ordinary Amiga. We've 
used all sorts of clever tricks to get 
the background parallax looking as 
good as it does. It's very very diffi- 
cult, and we're very pleased with 
it". Oh I See. Glad I asked. Hope 
Andrew wasn't too technical for 
you there." 

LEVEL HEADED 

Each level plays in a different way 
Some are pure racing where you 
have to get across the level within a 
very tight time limit, whereas there 
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s a well known fact that programmer* take each other's work apart 
whenever they come across something truly dazzling, and you can 
bet your mother's bottom that Kid Vicious' parallax will be subject to 
quit* a bit of the aforementioned activity once you see it moving. 
Though it's hard to describe with just a static screen, you have to 
realise that both the pumps in the foreground (the little brown ones) 
and the pumps in the background (the big blue ones) are animating. 
Of course what really impresses is the fact that the blue ones are also 
'parallaxlng' while they animate- This might not sound incredible, but 
when you see it. you'll recognise this for the clever tweakery that it 
truly is. 



are others where you've got search 
for thing like blazes. There are also 
levels with puzzles, switches, 
mazes etc. Mag Fields is hoping to 
get all the levels playing in a dif- 
ferent way to improve the longevi- 
ty. They've also opted to end each 
level in a less than traditional way. 
replacing the now familiar 'huge 
monster banana' with a sub-game. 

"We wanted to get away from 
the 'Big Meanie' at the end of the 
level" Andrew explains, "we 
thought that sub-games would be 
a lot more interesting. There's a 
Space Invaders game, a sort of 
Asteroids affair where rocks fall 
down on you. there's a Breakout 
game, and there's another shooting 
game where you have to blow away 
a platform along the top of the 
screen while birds shi.... er shoot 
droppings at you from above." 

PROBLEM CHILD II 

The main problem with Kid Vicious' 
programming was that the team 
underestimated how long it would 
take to write a game like this. 
"Originally we thought it wouldn't 
take more than a year, but just 
designing the levels has taken 
something like seven or eight 
months — that's just putting the 
blocks together, never mind the 
graphics! We've had someone in 
testing it since it's been playable, 
because there's an awful amount to 
test with something this big and 
there are so many things that can 
go wrong. Peter's been playing it 
for a good nine months now." 



u We basically 
wanted a really 
really good plat- 
form game — 
better than any- 
thing that had 
been around 
before. ^ ^ 

Andrew Monis 
Magnetic riokfa 

Graphically, the game has 
turned out how Andrew had hoped 
for (all 5000K of it), with a style not 
too cute, and not too hard. A1200 
and CD32 enhanced versions will 
follow on shortly, and Andrew 
hopes that both will be an 
improvement on the one before 
(i.e. the A1200 version improves 
upon the standard, and the 
CD32 version improves 
again upon that). 

"Basically we 
improve the for- 
eground graphics 
and make them 
a lot more 
colourful. 
There'll be full 
speech in the 
game as well. 
It'll work a lot 
quicker, and 
the CD version 
will have full 



CD soundtracks as well." The stan- 
dard version is scheduled for an 
August release, but Andrew reck- 
ons that there's only about anoth- 
er week's worth of work to be 
completed now. 

"We're just finishing the last lev- 
els now — putting scenery in and 
so on. Other than that, it's finished 
bar the title screen and a few other 
bits and pieces." 

The game originally featured a 
sort of fox character and was called 
'Kit Vicious', but it was felt that 
there were too many 
similarities to a cer- 
tain hedgehog. 
Other than that, the 
design has remained 
much the same from 
start to finish. 

"It has come out 
pretty much as I 
wanted it to. Going 
back to when we 
started, this is how I 
saw it ending." 

Having been 
working on this pro- 
ject for the last two 
years, Andrew has 
no plans for a 
sequel, and intends 
to take a long, long 
rest. He's earned it. 



for some reason, the levels are 
concluded with a debriefing, 
showing how many baddies 
you've dispatched, how many 
apples you've collected, how 
many,, oh, just look at the 
screenshot. would youl You're 
given a target level at the begin- 
ning of the level (well you can't 
have a debriefing without a 
briefing, can you?) all presented 
In 'Wooden-frame-O-vision'. 
Andrew explains: "In some ways 
this style came to us from Lotus, 
because we always used briefing 
screens. We've also done some- 
thing similar in the past with 
Super Cars, so it just appeared 
In Kid Vicious because it's some- 
thing we've always done." 




ctly 

breaking any new ground as far as originality 
goes, are always welcome in my house if only 
to break the game play up a bit. The shooting 
gallery is the last level in the toy factory (and 
might I once again draw your attention to 
the gorgeous animating parallax pumps in 
the background) while the Space Invaders 
appear half way through one of the earlier 
levels — complete with the original samples 
Ah. the pungent smell o' nostalgia 
"N sweeps through my nostrils... 
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Buckle-up r dear readers, as the automotively-challenged Simon 
Byron zooms into the sunset in Gremlin's super-ch arged AGA road 
racer. Because he can't afford a real car- 



If there's one software company 
that springs to mind whenever 
you think about driving games. 
It's Gremlin. Its phenomenal Lotus 
trio are still regarded by many as the 
best of the bunch. Some would go 
so far as to say that the latest. Lotus 
3, was all-but perfect and took the 
genre as far as it is possible to go 
without actually getting behind the 
wheel of the real thing. It seems this 
view is shared by Magnetic Fields, 
the developer, because it's turned its 
attentions to the ever-dwindling 
platform scene with Kid Vicious (also 
previewed this month). 

Gremlin, however, thinks there is 
still some mileage to be squeezed 
out of the old-fashioned racer — and 
why not? With games such as Bump 
V Burn and Lamborghini still scor- 
ing welt. It's obvious to all that slick 
car games sell. 

Top Gear 2, then, is a conversion 
of the similarly-titled SNES game 
which, one presumes, is the follow- 
up to Top Gear 1 . It's an out-and-out 
racer with no comic characters or 
humourous pick-ups. content instead 
to emulate the adrenaline-pumping 
speed of an. erm... very fast car. 
Okay, so I'm crap at car facts but so 
what? It doesn't make me a girl, 
does it? Although the fact that I 
enjoy dressing up Barbie and Sindy 
might. Anyway... 

Mike Chilton is the guy with his 
head under the bonnet. He's single 
handedly taking the code from the 
Nintendo console, cleaning it up and 
placing it cjently into the Amiga. The 
A1200 jflE^he first Commodore 
machine to be graced with the 
game, with CD32 and A500 versions 
following slightly later. 

Converting Top Gear 2 is relatively 
easy. "I'm having to slightly tweak the 
code," Mike reveals, "to allow for the 
fact that the Amiga has a larger 
screen than the SNES. But apart 
from that, the game will be iden- 
tical to the SNES version." 



PROJECT: Top Gear 2 

nihunn •" *•-•' 

PUBLISHER: Gremlin 



DEVELOPER: In-housc; Mike 
Chilton (Conversion Programming 
INITIATED: October 1993 
RELEASE: August 1994 



One of the major headaches in 
writing a driving game is coming up 
with a 3D routine. Thankfully — for 
Mike at least — the SNES's was fairly 
slick and has been winched across the 
pits in all its glory. 
"The sprites aren't 
scaled in real- 
time," he admits, 
"so there are hun- 
dreds of anima- 
tion frames stored 
in memory. As an 
object moves 
towards you, it's 
replaced by a big- 
ger sprite, giving 
the impression 
that it's getting 
larger. It's an old 
coding trick." 

Top Gear 2 is 
shaping up to be 
one of the most 
attractive Amiga racers, if nothing 
else. Because the game is leading on 
the A1200, 32bit owners can look 
forward to the most on-screen 
colours ever seen in <i driving game. 
tt fi R l. ourse, HI have to reduce the 
amount of colours on the A500." 
shrugs Mike, "in order to keep the 
speed up." 

Ah yes; speed. The one thing 
which will make or break a driving 
game. It doesn't matter a jot if a 
racer looks as attractive as Elizabeth 
Hurley in That Dress — if it plays like 
a dog then no-one's going to be the 
slightest bit interested. 




"It's currently running in three 
frames," Mike reveals. If, like me, 
you are a bit of a layman when it 
comes to technical terms, let me 
explain further. On an English TV set 
the screen updates 50 times a sec- 
ond, so a game running at 'one 
frame' will update 50 times a sec- 
ond. Top Gear 2 currently updates 
every third frame out of 50, or just 
under 17 times a second. Which is 

quite fast. 

Top Gear 2 will feature 64 tracks 
across 16 countries, along with all 
the usual weather effects we've 
come to know and love. But you'll 




need a keen brain as well as fast 
reactions in order to succeed, as each 
course requires a different car set-up 
You'll need to experiment with tyres 
engines and gearboxes in order to 
achieve the perfect combination. 

Does this sound like your cup of 
tea? Well, you'll be able to see 
whether it's ours when we road-test 
Top Gear 2 next month. 
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Thanks Des. We rejoin the 
action as England line up for 
a free-kick, just inside the 
half-way line. Ince steps up to the 
ball. He takes it long; and Platty's 
making one of his surging runs into 
the box... Oh, and his head's come 
off! Neville Southall, the Welsh keep- 
er, has punched David Piatt's head 
clean off! There's pandemonium 
here now... The enraged England 
players are pulling out their shoot- 
ers, Rushie's got a Sherman Tank! 
And now there can only be one out- 
come... 

BBC2's Goal TV was on the telly 
this evening and I had chance to 
watch (again) the disgraceful "foot- 
ball" match between Chile and Italy 
in the 1962 World Cup. If you think 
my opening paragraph was ridicu- 
lous (no, not ridiculous, Andy, sim- 
ply unfunny— Simon.), then I 
urge you to watch the '62 game 
— suddenly it becomes believ- 



Damn! We're all out of the World Cup. Mind you Millennium 
has an interesting suggestion. Why not relive the qualifiers, 
but this time arm the teams with guns, knives and stuff? Hey, 
eat lead, Koeman you cheating piece of Goudal Allegedly. 

Over to John Andy Nuttall Motson. 

able Player's legs PROJECT: Wild Cup Soccer American Football, whereas Wild 

chopped out from C^S^ ^'mm i^nm " Cu P 5occer is concerned with tradi- 

under them at all ^.^.f 5 M??:B!!^!?M tional Association Fpoty.) 

angles by obscene- DEVELOPER: Teque London "People are used to seeing and 

ly wayward tackles; INITIATED' February I994 p,aying foo,ba " gameS U .? m th ' 5 

fisticuffs, petty ,N,T,AT6D ' |, "™ W T i™ soft of viewpo j nt( anyway." cont.n- 

scrabbles. hand- RELEASE: June 1994 ues Keith. "We basically went with it 

bags at dawn; and because it was wore realistic." 

for the coup de Millennium has very little time to 

of such crazy altitude « jf> 

that the offender's studs AA/ ~ ^C 1 

made contact with the LTUlfc3fcrjW 
back of his opponent's head, knock- I% H*y* 

ing him out cold. I kid you not. ^ \ 

If this sounds interesting (you jmJf jfi 
sick, sick people) and if you missed .SLijjf^' 
Goal TV then maybe you should take ^M* 
a look at the next in Millennium's . . 

Brutal Sports series: Wild Cup Soc- y 
cer. It's just like any other soccer a k 

game: 11 players a side trying to jMfl 
boot the ball into each others' net. 
The difference here, as Brutal Sports 
Football fans will already know, is 
that your players have the perfect 

right; nay. the obligation, to punch, pretty chuffed with Wild Cup Soccer. 

kick, maim and kill as many of the "For a start, the viewpoint has 

opposing team as possible. Nice. changed — it's now isometric 3D. It's 

The management options are as impossible to do a game involving 

normal; and player trading is com- so many extra, ah, features [read: 

monplace. In the Brutal world, weapons — Andy], using the side-to- 

though, the team manager also has side view. I think originally the 

to budget for the cost of arming his designers of Football just thought it 

team: guns, broadswords and was easier to have a pitch that B^^^^^^^^^^^^^^^^" 

shields are as important for the play- scrolled from left to right, to keep it 

ers as three Shredded Wheat for as simple as possible — after all, it build up hype for Wild Cup. The 

breakfast. Ho, Ho! was originally being designed for the company's goal is to release it |q 

"Compared to this, Brutal FooV Mega Drive." time for the World Cup, which at the 

ball was a much more primitive [I think at this point it's worth time of writing is a matter of weeks 

game." Keith Smith, Marketing and pointing out that ■Football 1 , as in away, so they're intending to rush 

PR Manager for Millennium, seems Brutal Sports Football, is based on it out in half the time it takes for a 
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usual game. "We're confident that 
it's a very good game, though." 
Keith tells us. "We're not into releas- 
ing a sub-standard game just so that 
it sells. It's simply that we knew we 
could get it finished and polished, 
and get it out there quickly. We're in 
a lucky position in a way, because 
we can build on the success of Bru- 
tal Football." 

BRUTAL KNITTING 

So why not call it Brutal Sports Soc- 
cer, then? "Basically because we can't 
use the word 'Brutal' in Germany," 
says Keith. "Over there it's a very sin- 
ister word, meaning sadistic, which is 
obviously not what we want! [laughs] 
So. we had to call it [puts on a 
"wacky" accent] 'Crazy Football'.'* 

With Wild Cup Soccer only in pro- 
duction for a few months now. it's 
apparent that Millennium has taken 
a good look at the other footy prod- 

/ / Jf ft. 

y L Compared 
to this. Brutal 
Football was a 
mufpifnorc 
primitive " - 
game J j 

Keith 




r IS 

ucts coimiKi oirt in the next few 
months Rather than copying them, 
and perhaps buying up some huge 
licence. Millennium is thumbing its 
nose at them and hoping that the 
mickey-taking will work. 

"We've got to think about the 
retail side as well, you see," explains 
Keith. "If retailers are being bom- 
barded with 10 or 15 football sims. 
nobody's going to buy them all. 
About five of them are going to sell 
really well: the elite of the footb.ill 
games, reallu^fl 

At the end of the day we just 
want to take the mickey out or the 
other football games. For an exam- 
ple of how seriously we're taking it 
all, we were originally going to call 
it 'Senseless Soccer'. But. at the end 
of the day, the Wild Cup tag says it 
all. really. It's the closest you can 
come to 'World Cup' without 
infringing any copyrights — unless 
you call it 'Orld Cup', or something." 
Er, yes, quite. 

Fans of Brutal Sports Football will 
be pleased to know that Millennium 
is using some of the better features 
from the original game in Wild Cup; 
not least of all in producing another 
excellent rock soundtrack. "On the 



CD32 version we're going to put 
down another crazy rock track," 
Keith tells us. "because the last one 
was just so outrageously loud it was 
well worth doing. The punters love 
It, as welt, so that gives us a good 
excuse to go into the studio again 
and raise some hell." 

As you would imagine, the Brutal 
Sports Series is unlikely to end here, 
after just two releases. Millennium 
has a number of ideas up its sleeves, 
many of them unlikely — but then 
again, before this, who would have 
considered a football game with 
guns? "We reckon that Brutal Golf 
would be an ideal next game," says 
Keith. "Either that or tennis." Ten- 
nis? Jesus. "Hockey would be a 
good one too, because that's quite 
a brutal game anyway. Hell, I know 
that's been done before on the con- 
soles, but I think we could make it 
even more juicy. 

"Who canjlay. though?" Keith 
continues With some relish, "Our 
sports series might not 
have its branding in Ger- 
many, but everywhere else 
people know and recognise 
ft as Brutal- So, we'll just 
look at other games as 
they come along, .and 
decide whether they're 
worth trying to do. It 
would be funny to do a 
kind of Brutal Road Rash, 
or something, taking it a 
stage further. Brutal Bas- 
ketball would be a laugh as 
™ll, I'm sure." 

I reckon Vvild Cup Soccer will pro- 
Vide a mucK-needed break from the 
maze,' er, traditional footy games 
that are to be released in the next 
few months. It's much stronger and 
even less tasteful than Football, 
which bodes, ah, interestingly for 
the future games in the series, and 
will probably annoy lots of MPs and 
pious parents. As with games such 
as Syndicate and Cannon Fodder, 
though, the aggressive side of the 
game doesn't bring out aggression 
in the player. Rather, it acts as a ten- 
sion release. Played as a tournament 
with more than one player there's 
unlikely to be a better way of sort- 
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ing out any domestic disputes. So. 
all you concerned citizens tut-tutting 
at the screenshots. don't worry, — 
it's only a game after all! 

Wild Cup Soccer is to be released 
on the A500 and CD32 simultane- 
ously on June 30th. with the distinct 
possibility of an A1200 specific ver- 
sion following close behind. 
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WORLD CUP 
SOCCER STAR 



I give up. I really do. I mean I'm 
generally a subtle sort of bloke, 
but over the last few months I've 
tried my best to hint that I don't 
want any more football games. 
Please. But wait... what is this that 
hath appeared upon my crimson 
desk of love? Why. yes, I do believe 
it's yet another footy game. How 
super. How 'original'. And. how 
bloody predictable. 

World Cup Soccer Stars originally 
appeared a few months back, but 
I've since received an updated ver- 
sion which is slightly more finished. 
So let's have a little look, shall we? 

What can I tell you about WCSS 
that you can't guess for yourself? 
Well, you have all the standard 
options such as weather conditions, 
length of game, pitch condition, 
aftertouch control etc, as well as 
being able to enter a 24 team World 
Cup competition or a 16 team 
league competition, choosing from 
the 100 teams on offer. All of the 
player names and statistics are com- 
plete, but there is an editing facility 
should you feel the need to invent 
your own teams. 

Once you're into the competition 
itself, you're presented with the 
option to play as any of the teams 
competing. If you don't fancy that, 
you can either opt to watch the com- 
puter play the game out, or just to 
be presented with the results. You 
also receive the standard statistical 
info at the end of each match, show- 
ing possessions, bookings etc. 
The games themselves are reminis- 
cent of Kick Off 2, with an overhead 
view and a shadowed ball. The con- 
trol of the players is nothing espe- 
cially stunning, but it's fair enough 
to allow some decent gameplay. If 
you have any players near the ball 
but off the screen, a tiny 'bloke' will 
appear around the edge of the play 



Soccer Star/Kompart 



SOCCER 
SUPERSTARS 



Flair 





area, allowing you to effectively con- ; 
trol where he'll appear once he's in 
range. 

Kompart has only just recently: 
become involved with this project, | 
and the programmers are keen to ' 
point out that a new graphic artist | 
will be stepping in to improve the| 
graphics shown here. Er, other than | 
that, I'm afraid I'm running out of 
things to say about football games, 
but if you can hang on for a few 
months, you'll be able to think 
things up for yourselves! 




ang on... Soccer 
Stars, Soccer Super- 
stars, Soccer Stars, 
Soccer Super Stars. There's 
a bit of a pattern forming 
here. What's the third Min 
WiP going to be? SuperStar 
Soccer Star Stars! Bloody 
hell — some people just 
don't know when to quit, 
do they? 

Anyway, Flair is proud to present 
what it says will "...surely be one of 
the most advanced and playable 
soccer games yet." Oh really. No, 
you don't say. Well I've given every- 
body else the benefit of the doubt, 
so what does this particular soccer 
offering have to, er... offer? 

Well, funnily enough, it features 
all of the teams in the World Cup 
(quelle surprise), not to mention the 
non-qualifiers such as useless Eng- 
land, floppy France and dodgy Den- 
mark. This is a nice option as it 
allows you to set up your own 
spazzy football challenges. 

Apparently, Flair has been pro- 
gramming in conjunction with a 
major statistical research pro- 
gramme carried out by their devel- 
opment team, and 
therefore hope to pro- 
vide the most realistic 
game as far as the abil- 
ities and characteristics 
of both the squads and 
their individual super- 
star players go. 

Presentation wise, 
Flair is promising a 
"breakthrough to a 
new generation of soc- 
cer games" using new 
techniques including 
3D modelling, Roto- 
scoped animations, 
and interactive voice- 
over commentary. The 
game is also sponsored 



by Mitre (purveyors of fine quality 
football items) and free football 
offers are included in the package 
(ooeeyyl Whatever that means.) 

The normal list of features and 
options such as set-piece forma- 
tions, physiotherapy, team editing 
etc, come with the game, but spe- 
cial ones worth mentioning are 
Power Zone© play system (oh?), a 
new Power Bar© 'shot-strength- 
ometer', plus real and fantasy tour- 
nament mode. I'd love to tell you 
more about these features, but see- 
ing as though Flair didn't tell me, it's 
going to be quite hard, isn't it? 

Anyway. Soccer Superstars will 
be released within the next few 
months for twenty five pounds and 
ninety nine pence. 
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Codemasters 



Some companies just 
don't know when to 
stop, do they? I mean, 
lot content with having pro- 
ided us with one of the most 
njoyable two-player games 
ver, the team behind Micro 
Machines has decided to pre- 
ent us with Psycho Pinball — 
nd I quote "the most out- 
tanding pinball game ever", 
'robably. Hmmm... 

In honesty, this seems bit 
if a bold statement to make, 
nd as Ultimate Pinball Quest 
las already shown (page 66) 
t's going to take quite a bit 
o knock the likes of Pinball 
ireams and Pinball Fantasies 
iff their top spot. 

There are five different 
ables to play on. each with 
ts own theme, and each 
vith the odd sub-game or 
wo; accessed by the normal 
ict of lighting specific lights 
ind entering target areas on 
he table. 

Although the bturb 
promises the best ball routine 
ver written (including three- 
tall collisions — "never seen 
►efore on a pinball game", 
ipparently) you don't actual- 
/ have a ball, but an armour- 
ilated armadillo called Psy- 
ho. Obviously. 

It's down to you to shoot 
■sycho around the various 
ables, completing the 
quests' that accompany each one. 
hoot him into the Wild West table 
md direct the dashing desperado 
o jail and bust out his partners, 
(last astronaut Psycho off into 
pace and moonwalk your way 
iround the Moonbase table, rico- 
heting off the bumpers and into 
lark tunnels of discovery. I think 
ou get the point. 

Psycho Pinball has been in devel- 
ipment for the last 
hree years, and 
vith up to four 
>layers. tons of dif- 
erent tables, and 
»ver 100 features 
>n every table, it 
ooks to be a jolly 
lecent contender, 
^nd don't I sound 
jst like a press 
elease! Anyway, 
ust wait until 
November and 
'ou'll be able to 
lecide for yourself. 
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"Tactical Manager should 
satisfy even the most 
committed Fergle wannabee* 
Amiga Foimat 

"Each game played has a 
lealutic outcome* - The ONE 
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"Penalty incident quite literally 
had me on the edge of my 
seal* - The ONE 
Lastability 87% 
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"Tactical Manager is a very 
absorb-ng loolball manager 
simulation. EwnrmeV involving. 
A great same' CU AMIGA 

Lastability 96% 
Payability 93% 
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BRITAIN'S BUBBLIEST 
AND BEST-SELLING 
SEGA MAGAZINE! 

WITHOUT BEING TOO MODEST, MEAN MACHINES 
SEGA IS THE HOME OF THE EXCLUSIVE. IT S FIRST 
FOR NEWS, PREVIEWS, REVIEWS AND GOSSIP — 
EVERYTHING THE DISCERNING SEGA OWNER NEEDS, 
IN FACT. GET THE COMPLETE GAMING PICTURE — GET 
MEAN MACHINES SEGA... 
OUT THE 30TH OF EVERY MONTH. 
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SIMON BYRON 

When making sandwiches for 
a picnic or a tea-party, it's best 
to use bread that's a day old 
and cream the butter or mar- 
garine so that it is easy to 
spread. When spreading, make 
sure it goes to the edge of the 
bread. Soft fillings, or salad 
[ fillings, which should be crisp 

J when eaten, should be insert- 
ed just prior to serving; 
creamed fillings can be put in beforehand and the 
sandwiches wrapped in a damp cloth or waxed 
paper to keep them moist 
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HOW DO WE DO IT? 

At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and. we like to think, a lot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. 

Finally there's the Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 

Based on years of research this is, quite simply, the best game reviewing system devised by 
man. Probably. 

( THE VERDICT PANEL EXPLAINED) 



This piccy shows you clearly 
which Amiga - A500/600. A1200 or 
CD32 - the game is being 
reviewed on. 



AS00/C00 



This panel indicates who is pub- 
lishing and who created the 
game, along with essential info 
such as how much the game 
costs, when it'll be released, the 
control system(s) used, how much 
memory your Amiga needs to run 
it. how may disks it comes on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 




This percentage indicates not only 
how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-expected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all-guns-blazing shoot-'envup 
with a silly bouncy jingle 
wouldn't do well here. 



Playability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word {write to your MP 1 ), 
indicates how easy the game is to 
get into and how much fun it Is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word, last ability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 




The Overall score is the definitive 
guide as to whether a game Is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now. with people able 
to buy A500/600s. A 1200* and 
CD32S. Hare's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



ANDY NUTTALL 
Many people worry needlessly 
^■^eaw over 'hypotension' which hds 

& i recently become fashionable. 
^ When the blood pressure is 
too low there may be a ten- 
dency to fainting attacks, 
especially when getting up 
P from a lying-down or seated 

posture. There is, however, no 
danger whatsoever in this and, 
™ 1 since there is actually less wear 

and tear on the arteries, people who suffer from this 
condition will probably live longer than most. In 
short, low blood-pressure is no cause for worry. 

MATT BROUGHTON 

Surprisingly, and unlike cage- 
birds, field-voles and even 
hedgehogs (which will con- 
sume household waste), most 
Bats have to be fed by a trick 
when first captured. It is nec- 
essary to cut off the head of a 
mealworm and insert the body 
between the bat's lips, push- 
ing the mealworm as soon as 
the bat starts to chew. The 
common British bat or pip- 
istrelle requires 15 to 25 mealworms a day, chopped 
raw liver once a week, and live insects and moths 
whenever possible. 



HARRY ATTRILL 
Little mental strain, but some 
rapid physical activity is 
required for 'Passing the Par- 
cel' — a game the direct 
descent of which from 'Musi- 
cal Chairs' can be clearly seen. 
A parcel with innumerable 
wrappings is passed round to 
music. Each person who has 
the parcel passed or thrown 
I to them when the music stops 
must remove one piece of the wrapping. Anyone 
holding the parcel when the music stops must drop 
out. The last person left in is the winner. 



NB: We've been reading the Big Boy's Book Of Sci- 
ence this month. And it's great/ i 



53 




I E 

C2 




H 



iTl 






Blimey. Our lead review and it 
hasn't got anything to do with 
beaches. Ah well r here goes... 
Simon Byron lies on his Spiderman 
towel and sighs as gorgeous atten- 
dants rub oil into his back. He is 
daydreaming about Mindscape's 
latest AGA platformer. Or is he? 



Food with personalities. Inter- 
esting concept, don't you 
think? Peas that get a bit shir- 
ty if you try to skewer them with your 
fork. Peppers that refuse point- blank 
to be cored, diced and tossed in a 
winter salad. Sausages squealing 
"Bugger off!" as you attempt to pop 
them under the grill next to some 
fresh tomatoes. This, my little cab- 
bages, is the nightmare scenario 
faced by one Pierre Le Chef, world 
renowned, er, chef. 

Actually. I think we're being 
fobbed-off a bit here. After all. how 
many people do you know with 
names which relate to their job? Why, 
for example, am I not called Simon 
The Editor Who Is Good At Things? 
Why Isn't Matt called Matt Fungus 
Face? And why. then. Isn't our newest 
team member called Andy Git Git Git 
Git Git Git Git Git Git? Answers on a 
postcard, please. 

Anyway, back to the matter in 
hand. Today is not tt-Tp 
Pierre or his culinary reputation. He's 
got an important function to cater 
for and all his ingredients have sod- 
ded-off round the world (don't you 
h ate it when that happ ens?). So the 

hi-, trusty net (no ttrioui MWlon is 
"Without one, as Delia Smith informs 
me) and bag oi flour and retrieve the 

gourmet getaways, (I copied that 
from the manual, actually) from var- 



ious exotic levels before something 
really bad happens. I expect. 

Out To Lunch is, in fact a conversion 
of a SNES game which, according to 
someone called Graham who works 
for EMAP*s Nintendo Magazine, er. 
'System', is "Simple and fun and I like 
it." Hmmm... 

But in order for Out To Lunch to get 
the same enthusiastic response from 
me (albeit with words of fewer sylla- 
bles, obviously) it's going to have to be 
really special. In fact, I can't think of a 
SNES conversion which has managed 
to cut the mustard on the Amiga. And 
neither can Matt. But ask us to name 
decent SNES game next month and 
we'll have no hesitation in recom- 
mending this food-tastic platform spe- 
ciality du Maison. And here's why... 
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Like that fantastic day-time 
quiz show. Supermarket 
Sweep, you can take part in a 
brilliant trolley dash to earn 
loads of bonus points. This 
event takes place between 
every country. Vou have to 
collect fruits off the shelves 
whilst ensuring that the trol- 
ley remains on-screen, ft's a 
very basic Sleepwalker clone. 
But a lot better. 



One of the nicest 
things about Out To 
Lunch is the way that 
the ingredients scarp- 
er once they see you. 
They'll leap of ledges, 
bounce on springs — 
even sprout blades 
from the top of their 
heads! Subsequently, 
Pierre has to chase the 
food around in order 
to swipe them up in 
his net. This means 
that you can often 
force them into dead- 
ends and catch them 
that way. 



TASTES YUMMY... 

Out To Lunch is a very nice game. 
Here are just some of the very 
nice ingredients you can col- 
lect and some of the very nice 
things you could do with them 
if you were a girl. 



MUSHROOM 
Useful for making 
Tripe and 
Mushrooms. You'll 
need: 1 lb dressed 
tripe, 2 mushrooms 
(large), 1 pt milk and w. 
tablespoon flour, pepper and 
salt, freshly chopped parsley. 

ONION 

Invaluable for O 
Liver Pie. Take 8 
ox liver, 2 onio 
1/2 pint milk, S 
self-raising flour, 
oz. shredded suet, pi 
salt, 1 rasher of bacon, 
seasoned flour, dripping, 
water. And cook them. 
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TOMATO T M1 m , 

Without which fQtfH 
Tomato Soup would j 
be practically - j^M 

impossible. You'll KQMhHI 
need: 1 lb tomatoes, 
1 onion, 1 1/2 pts vegetable 
stock, 1 carrot, 1 or 2 bacon 
rinds, 1 dessert sp. flour, pep- 
per and salt, milk. 

POTATO u>m 

Fan-tastic for Pota- 

toes Roasted 

with very little Fat. m 

For which you'll ^w^^^ti 

need some Wf^^Bm 

potatoes. And very little fat. 
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The cage right at the bllm- 
min' top — getting here is a 
real probtem, I can tell you. 
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i i Sllppy-slldey platforms riyfttf 
make this part of the level 
quite tough, that's for sure. 




Ml. 



(4 bo Vi> ) You can use .1 two-button joystick if you wish, 
but those without are catered for with a nifty control 
system which is quite intuitive. To use the weapon 
currently holding, just tap the fire button and 
e will attack the ingredients. Then, when you've 
ed the food, collect them in the net by holding 
down the fire button for longer. 
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o leave a level, Pierre has to capture a certain number of ingredi- 
ents in his net and deposit them back in the cage within a set 
time. There are usually more ingredients than you need so you can 
afford to kill off a few (by repeatedly jumping on their, erm. 
heads) or leave some alone if you feel like It. 

k03 0070S0 +00 



Ah, secret rooms — 
an innovation. I 
don't think 
backwards. Here you 
can see lots of flying 
clocks and quite a 
few springs on which 
to bounce. Marvel- 
lous, eh? I'm not 
quite sure when 
these rooms pop up. 
but they're a 
welcome diversion 
from the main game, 
that's for sure. 




































ft 


® 






i ■ ■' 1 j 







The jolly nature of 
the game is inter- 
rupted when the 
food becomes 
infected by bacte- 
ria or bitten by 
insects. It's all 
quite horrible — 
mutated ingredi- 
ents hunt you 
down and kill with 
one touch. Dispos- 





n Pierre le<h*< according to the game's title, 'out to 

lunch A> you can levet* atv l-iid out in standard platform style 

with gaps to leap and springs which bounce you higher. But what sets 
Pierre apart from the bog-standard romps is its graphics which are bril- 
liant to say the very least. But the game it Ai 200 only so high-quality 
visuals are to be expected. * 



I THE VERDICT 

I like ft A lot. In fact — AAindscape has 
come up with one of the simplest and 
most addictive platformers for ages. I 
could rattle out the age-old cliches like 
'it takes a minute to learn but a life- 
time to master' or 'simply brilliant and 
brilliantly simple' (or something like 
that), but I won't. Because I just have. 
Instead, I'll harp on about Out To 
Lunch's addictive qualities — I just 
can't put it down! The first few levels 
are a doodle (as they should be) but | GRAPHICS 
once you've managed to clear them, 
prepare for a serious challenge. Many 
of the levels look deceptively simple 
but start capturing the ingredients and 
it's obvious that a lot of forward plan- 
ning is needed in order to finish with- I puYHI ILITV 
In the often strict time limits (the way 
some of the platforms are placed 
makes journeying from one point to 
another like walking through a maze 
— oh play the demo, you'll see what I 
mean). Very rarely does it become 
overly-frustrating, though, mainly 
because the whole thing is so damned 
nice. The parallax is gorgeous and 
although the sprites are small, their 
incidental animations are brilliant and 
really give the ingredients comic personali- 
ties. There's much entertainment to be gleaned from keep- 
ing your eye on what they're up to and watching them 
bounce all over the place in an effort to escape. Even the 
music is vomit-inducingly cute. Every new country brings 
fresh challenges — different vegetables, new features, that 
kind of thing — which ensures that you never become too 
easy. The first time an egg explodes all over your face 
comes as a surprise, I can tell you. Although the game is 
stunning as it is, one addition would have made it best 
game in Its genre, and that's the inclusion of a simultane- 
ous two-player mode. Don't get me wrong, as a one-play- 
er game it's more than fulfiling but a Qwak-style 
competitive mode would have been truly fab. But, hey, we 
can't have everything and what's here is certainly well 
worth a look. 



The CD32 gang can look forward to Out To Lunch 
which should be out round about., now. A5G0 
owners shouldn't hold their breath otherwise 
they'll die. And anyway. Out To lunch won't be 
released a 'normal' Amiga... 
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REVIEW 





Is that a cloud we 
can see hiding the 
sun and spoiling all 
our fun? No — it's 
Flair's appalling 
beat-'em-up and 
Simon Byron kicking 
sand at each other. 

ope, never heard of it. Surf 
Ninjas. that is. Presumably 
it's one ol those straight-to- 
video films which wasn't deemed 
good enough to warrant cinematic 
release, or if it was at the flicks then 
it must have been completely crap. 

Oh hang on a minute. I've just 
flicked through the manual and 
apparently it's an "hilarious New 
Line Cinema film," Right. The plot, 
as I've discovered, goes something 
like this: Sixteen-year-old Johnny 
McQuinn has discovered that his 
roots lie not in Los Angeles with all 
his surf-loving mates, swapping 
amusing lines from Bill and Ted 
films at every opportunity, but 
instead in a tiny oriental island 
called Patu-San. It turns out that 
Johnny is heir to the throne and if 
he journeys back to this island and 
sorts out the evil Colonel Chi and his 
gang of Ninjas then he'll be installed 
as king. Sounds like a load of old 
nonsense to me. but we'll persevere 
for the time being. 

Comparisons to last Action Hero 
are inevitable — both are film 
licences and both are beat-'em-ups. 



But perhaps the most obvious simi- 
larity between these 'games' is the 
fact that they're both lacking in the, 
er, gameplay department. Coupling 
surfers with Ninjas may seem like a 
bizarre concept but this is our 'Sum- 
mer Special' after all so anything 
vaguely Sea-sidey is welcome. How- 
ever, we're not prepared to accept 
this kind of disgraceful rubbish, 
even if we are wearing our trunks. 




It's games like this which bring 
* restrictions of working on a 




with you it's getting me down. 1 
•.nice The One has was launched (i 



pubtithei Microvalue 
Irvhouse 



£19.99 Out Now 



No! Hard Disk InMalUble 



I.. yji.nl 

2Mb HCD) 



.Whnm* Mrttece * * * 

So hare it is in all its glory. Seeing 
as though the C012 is capable of 

uuliAf w.th ttl dedldltod ^ (i fit 

scaling hardware and other stuff 

•tology being pushed with such 
badly-drawn sprite* and their four 
or five frames of animation. Vest 

Anil here's one for all you con- 
cerned parents. Sometimes, and 
I'm not guite sure when, Johnny 
vuill rip out a NJlnja's hearl and 
hold It our for all to see. Hmm... 
one for the MPs, donttha think? 
Another quite destructive move 
Is the headbutt which is effective 
and quite funny to watch. 
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You'll come across static characters who request spo 
for various reasons. Vou don't interact with them at all • tf-ey 
»ark their requests at you and give you something in racwrn If 
mu re lucky. Vou collect and pick up by pressing down and fire 
■he same as ripping out hearts, so carrying aomethtng tn comb< 
is btimmtn' annoying 
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tie-in licence. Andy Nuttall's not sick of 
them yet, but it would only take one crap 
one to push him over the edge... 




Yes. the World Cup is finally 
here, and soccer fever is 
sweeping the nation. Though 
probably not this one. Or Scotland 
or, er... Wales... oh dear! Even The 
One feels compelled to do its bit by 
pasting a footballer on the cover, 
and providing as many footy-related 
things as it can inside the mag and 
on the disks. Yes. we're trying to 
cash in on one of the great sporting 
spectacles, the USA World Cup 1994. 
So far nine softies have joined this 
ever-growing band by releasing a 
footy game each during the months 
of June and July. 



often in a footy game you can get 
hold of the ball, but then you can't 
pass it to the right player to set up a 
shot, which is always annoying. 

However. Wembley lets you select 
your target player for easy passing 
— at least, that's the idea. It even 
bleeps Irritatingly at you. to let you 
know that the pass is "on". The 
action replay function is well- 
designed and one of the best 
around; but it's a pity that can't be 
said for the rest of the game. An 
short of telling you about the usu 
number of cups and leagues lurking 
around the options screens, incbi 




You can imagine, then, the scene^^ing of course the now-ubiqui 



.nej» 

of disappointment and dismay aftV World Cup tournament... er. that/s i 
most of these software house* 



Set pieces are an important part of Wembley'% game. It's easy to set 
them up, and you can build up a fair variety to confuse your opponent 
into submission. Here's a free kick, and a typical example of my defence 
(in white) is that the defenders are lined up okay, but the forwards are 
running towards the comer flag. Strange. 



they realised they had been beaten 
by US Gold to the licence of the year. 
Not to be outdone, though (well not 
much, anyway). Audiogenic has 
looked to home turf for inspiration: 
the great twin-towered bastion of 
English football. Wembley Stadium. 
How long before we see Wembley- 
Dodgy Ticket Tout Simulator.t/B^^^ 

It's commendable, what Audio- 
genic has tried to do. No, really. It 
has paid for a big licence, and tried 
to prod uce a quality game to go 
aloflWWth it. OK it's fallen short, 
sure^iut Audiogenic could have 
spent bugger all on the game and let 
the hype do the selling (see last 
%ctlon Hero, and Cllffhanger last 
uej. Trie game's nothing special, 
won't be slashing your 
ou buy ft. 

i Using the extra buttons of the 

»CD32 joypad. the game has a 
number of useful features to 
eflPJMce your enjoyment All too 




Why are referees 
always bald in 
computer games? 
This one's not 
only bald, but 
incredibly glu 
and so obviously 
hands out yvllow 
and red cards as 
though they were 
going out of fash 
ion. The little ani- 
mation of the 
ref's quite nice, 
scribbling In his 
notebook and 
then finally 
awarding you a 
card. You see it 
too often, though, 
rf you ask me. 
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£29.99 Out Now 



Not Haid Oak lntt«IUbl« 
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A few years ago we would have killed 
for this. A vaguely realistic-looking 
side-on footy game, with all the con- 
trols you need easily accessible when 
you need them. The option to switch 
to an overhead Kick Off-style view 
during a game; the ability to pass to a 
chosen player accurately and quickly... 
Like I said, a few years ago this would 
have sounded impressive. Playing 
Wembley is an education. A learning 
process into the mind of somebody 
who would spend an age developing 
a game engine, combining every 
workable influence from previous 
footy greats, and then mess it up by 
making it a chore to play. Watching 
two computer teams battle it out fs 
almost like watching Colaccio on the 
telly, because the players have flair, 
style and great ability. When you take 
over the controls, though, the style 
disappears and you're left with a 
bunch of unfit Sunday-leaguers who 
have trouble reaching the parts of the 
pitch the opposing defenders can't 
reach. You see, I'm not crap at foot- 
ball games; and I don't half get frus- 
trated when my team players just won't 
do what I tell them. And that, in a nutshell, 
is the problem with Wembley. The player's momentum is 
ridiculously high; should you let go of the direction pad, he 
carries on, oblivious to everybody and everything, until he 
reaches the end of the pitch. Naturally, this makes control- 
ling the players damned difficult at the best of times. Add 
to this the fact that you've got very little control over who 
you can pass to in the time allowed (watch out for those lit- 
tle "haloes" above their heads, chaps), and suddenly Wem- 
bley becomes spectacularly, er, unspectacular. A little effort 
would have made it great, but the lack of care is highlight- 
ed by a bug which hangs up the CD32 with several loud 
screeches of computer code. Wembley should be success- 
ful, because people will buy anything with a name. Remem- 
ber, though, when you pick it up in Smith's, that The One 
suggested you put it back down again. 



If you go down to the shops you might just find 
a copy of Wembley International Soccer for your 
Al for it is already released at 1 25.99. Howev- 
er, no A500 version is released as yet — but it 
shouldn't be ruled out. 
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This is a prime example of the... er... crapness of the computer- 
controlled players when they're on your team. I'm playing a rea- 
sonably attacking formation. I've booted the ball upfield towards 
the goal, and my striker's heading the ball nicely. But where's the 
backup? Strolling about further to the right, picking up daisies, 
having a chat with the linesman... everywhere but chasing the 
bloody ball, that's where! 





Jo 


The pitch scrolls to 






follow the player 
under your con- 






trol, which can 






make throw-ins 
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and set-pieces 
slightly difficult. 






Audiogenic 




• 


thought of every- 
thing, apparently, 
and it even Includ- 
ed a little close-up 
of the guy with 
the ball. This 
appears whenever 
the ball Is 
obscured. 
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REVIEW 




"How can I possibly invent a story about playing a platform game on a beach? 
thought Andy Nuttall as Simon dropped Titus' latest on his desk. "It'll have to be con 
trived and stupid, I suppose." And sure enough, it was. 



the h!e7th\ 

Andy relaxing on % lilo, 
which bobbed ever so gently near 
the shore. "A glass of cool Nesquik 
in one hand, some light music on 
the stereo, and those other gits from 
The One are nowhere to be seen. 
Bliss." As the hot July sun caressed 
his rose-petal skin, Andy drifted off 
to sleep. 

As he dozed, the glowing Welsh- 
man conjured a pale-blue rabbit, 
called Quik, who hopped happily 
through a glorious, green landscape. 
The fields were filled with other 
small, lovesome creatures, 
which for some inexp 
cable reason had 
decided to gang- 
up on little Quik 
and hurt him. 
Luckily, and 
because this 
was a dream, 
Quik was a 
tough, street- 
wise bunny, 
capable 
of look-, 
ing afte 
himself. 
With a 
and a bound, 
he could twirl his Huffy body into a 
vicious killer-whirlwind which deliv- 
ered knock-out blows to his stroke- 
able adversaries. 

Quik made it his personal busi- 
ness to rid the beautiful land of 
these huggable thugs. He had a 
great time, killing, maiming, and 
killing some more, safe in the 
knowledge that it was all a 
dream anyway and he could 
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drink as many cartons of carrot juice 

as he wanted. Just as he finished off 
the last furry nasty, though, a mes- 
sage came down from on high: "You 
must find the clock!" Heck, he'd had 
weirder times in other people's 
dreams: Paul Daniels', for instance.. , 
now that was an eye-opener... 

Quik returned to the scene of cud- 
dlesome carnage to look for the 
troublesome timepiece. Noticing a 
tell-tale arrow floating behind a cliff- 
edge, he followed its pointy 
suggestion and several 
jumps later he dis- 
covered a door 
which opened to 
reveal a narrow 
canyon, 
stepped with 
some precari- 
ous-looking 
ledges. Quik 
bounced up 
a few of 
them, but 
gradually they got 
higher, and his poor 
weeny hind-legs began 
to ache. Suddenly he heard a 
"Squawk!" and a set of needle-like 
talons picked him up, and carried 
him back down to the bottom. Dar- 
ing to look up, Quik found that the 
talons were attached to an eagle. He 
tried to climb again, but the eagle 
proved to be as sharp as his talons. 
Back at the foot of the canyon, poor 
Quik burst into tears. He wanted 
that clock, and he would get it one 
way or another... 



Waking with a 
start, Andy sat up 
and looked around. 
Simon and Harry 
were playing gaily 
on the beach, hav- 
ing buried Matt up 
to his silly bearded 
chin in the sand. The 
sun was shining, and 
everything was back to 
normal. "Ah, it was all a 
day-mare," though Andy, as he 
took another swig of milkshake and 
lay back to soak-up some more rays. 




Our bobbing, 
blue-rinsed 
bunny kills 
just about 
everything 
that moves 
in his patch 
and some 
of these 
' movers are 
dangerous. 
The caterpillar 
offers death at 
the end Its 
spines, and the 
snake will mesmerise 
you as soon as look at y 
Other winsome forest creatures 
to the good look of the game. 





The strawberry- flavoured lUcky AngeJ Delight-type background ivu 
cially wet) on the <*ny©» level, where you need to jump to the top and ave 
the clutchti of the eagle. There arc loads uf pat all** levels, you to on 
this level at least, the graphics are second to none. 
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Strange, and some might say ■ iitent thAt .% world full of protty 

natural-looking woodland creatures 

dressed up like Chris Isaak. Or Something. Ho appear* at the on- 
your rabbit run, hence the underground \ii v '»*'"v unV 
ous reason he tries to kill you by tiring note* from his inflatable Jt»e 

tocaster... You can get him back by sp -i.i/u'c itylo, and tuihinq 

Ms head in repeatedly. Either cleverly Min 

ran out of ideas. Vou choose 




A fine example nt hnw good the enemies get in Qulk. This is the to*, 
grinning devilishly as he hurtles towards you on his bog trundling 
thing of death. Qulk looks * bit worried, and understandably so. 
because the finger point* upwards, the jokt points downward*, and 
the only other wiy Is back 




ia and of a level is unite an achievement, 
th the girt (who serves no purpose. otf»e* 
a htmho) and the eagle who suddenly 
becomes your friend. Then ifi back down to the bottom, and quickly 
on to complete the stage. 



Collecting the clock ne 
marked try a quick po* 
than to look like of a b 




THE VERDICT 

Regular readers of The On* will no 
doubt remember a recent competition 
to name Titus' new same, featuring a 
little rabbit. Well, here It Is, and it's 
called Qulk (derived, unofficially, from 
.1 popular powdered milk drink). Reg- 
ular reader* should also remember 
Titus' previous attempt at a platform 
game, Super Cauldron, which didn't 
fare well at the hands of The Ont's 
platform specialists. Credit to Titus, 
though, it stuck with it. and has now 
produced something much better, 
although ultimately unsatisfying. At 
best Qulk Is a very fast (quick?) plat- 
former, wfth sparsely -populated levels 
and load* of open space to gambol in, 
but It loses points because the action I TLflVIfllLITv" 
stays the same despite a number of 
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different graphical changes. Opinion Is 
divided at The One over the graphics: 
Simon and myself reckon that the 
main character lacks, er. character, 
because he's got a lot to live up to 
given the imagination and style which 
so obviously went Into creating the 
enemies. Marry, however, "likes cute 
fluffy bunnies,'* apparently, and so 
loves th* game despite never playing It. 
It would be unfair to criticise Quik simply for 
being another plaWormer, because It does play well, and tt's 
only marred by a few areas where you leap blindly down a 
hole and end up losing a life. The majority of these death- 
Jumps are Indicated by a pointing finger, while sign* 
marked "JOKE" signify dead-ends. This Is presumably an 
example of French humour, but to me It just got tedious 
after a while. Still, Quik't gameplay is polished enough, so 
at (east these traps never get frustrating like In some 
games. And there Is at least one area — the aforemen- 
tioned canyon where you have to avoid the eagle and grab 
the clock — which is original, playable and refreshing, By 
now I would hope that you know what to expect from a 
platformer, and as long as you're not under any delusions 
that Qulk is some kind of revolutionary example of the 
genre, you won't be dlsappoin 



ted. 
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The future A500 release Is likely to feature fewer 
levels of parallax, but details are sketchy at the 
mo. On the CD32 front, however, things are took 
ing much better — a tweaked, revamped Qu/fc 
will be released later this year. 
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Time now to leave the relative tranquillity 
of the beach and journey into the arcades 
for a quick game of pinball with Simon 
Byron and Infogrames. 




Vou can play any of the tables 
by selecting Arcade Mode 
There are three themed tables: 
Wasteland. Antarctica or 
Heavy Metal. There are also 
bonus levels but the stupid 
thing is you can select to play 
them from the main menu — 
thus removing any desire to 
find them yourself. Strange. 



the . 



nfogrames has shied away from 
the Amiga of late (Tndeed. I 
couldn't name its last game evert 
If you offered me vast sums of 
money) but. for the record, the offi- 
cial company line is: Urtfogrames] 
has«JI stopped supporting 
Amiga; whenever we sign up a PC 
game which is being converted 
acroa to the Amiga then we will 
release both versions." "*W»- 

Hmm... let'* just pause a while 
and consider dft statement. On the 
PC at least, IrTfogrames ,s * name to 
be reckoned With. Its name is syn- 
onymous with such top-quality 
products as Alone in the Dark and 
its sequel, Stunlteland and Shadow 
of the Come"»dmittedly, these 
games are best suited to high-end 
' PCs. but conversion across to the- 
Amiga has been maqp possible with 
the advent of the A 1*00 and CD32. 

So what do we have here? Why 
if stlone other than a pinball game. 
Oh good Actually ' was just 
remarking to the res *jM^» a f9 
about how both P/nbk/ IHuisfes 
and illusions were complete crap 
and how we could do^vfTt^ ( aflolher 
half-anted flipper simulation JPWt 
of couAb^ wasn't So in ot^er-for 
UltimatW Pinball Quest to .*eil. it 
needs to be something quite special. 

Still, least it tries. For your 
money yob get three fairly large 
tables whidferoll vertically and — 
get this — a plotl 1 
impression that no- 
able to ipcorporate a 
pinbalf game W 
totally incongruous 

right. ^a^^^_ 

What really makes me cross 
is this: Ultimate Pinball Quest 





ames to play in Ulti- 
inboJP&ueir. In the Adventure 
eve to overthrow the f 
esses using, erm, a silver 
ahem, pair of flipper* Yes. 
en. Surely a bett#r idea 
t a gun or something 
With it. 



»rves to flop and when It does, 
jrames will probably decide that 
there's no money to be made from 
the Amiga and further reduce its 
planned releases. However, if the 
company got off its backside and 
converted decent games like Alone 
in the Dark, it would soon see that 
there's nothing wrong with the 
Amiga — it's Just that average 
games don't sell by the truckload. 
Depressing stuff, isn't it? 
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has a cleverly-designed 
ch sends the ball out of 
times out of ten if you pull 
udc< all the way. If we had 
in the office which debit - 
every time we uttered 
profanity then this game would 
have cost me a whopping f 6.45. Per 
minute. 
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I THE VERDICT 

Obviously one of the most important 
things about a pinball game is its ball 
routine and Ultimate Pinball 
Quest's is competent enough. So 
Infogrames' release should at least 
equal 21st Century's, right? Wrong. 
Sadly, playing this game reinforces 
how excellent Illusions and Fan- 
tasies are. Although the long tables 
are a nice idea in theory, they fail to 
work for a number of reasons. Most 
importantly, it's damned frustrating. 
It takes an age to get the ball up to 
the next set of flippers and more 
often than not it returns back down 
within a matter of seconds — blim- 
min' annoying, I can tell you. The so- 
called 'plot' adds nothing save the 
opportunity to sketch some scantily- 
clad ladies. It's a nice idea but why 
bother? A decent pinball game 
shoujd be able to stand on its own 
and not have to lean on fancy plots. 
And anyway, if I wanted something 
with an in-depth storyline then I'd 
buy a bloody book, right? The pro- 
grammers' time would have been 
better spent designing tables not 
drawing women. The way the tables 
are constructed has meant that each sec- 
tion is relatively empty. Apart from attempting to blast the 
ball-bearing through the next pair of flippers, there's little 
of interest. Pinball Dreams and Illusions are fantastic 
games because there are always plenty of things to do and 
special targets to aim for. Nothing holds your interest in 
Ultimate Pinball. If Infogrames spiced up the tables then 
you'd have quite a groovy pinball simulation but as it 
stands it's just boring. At least Total Carnage was funny. 
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Look Infogrames, why did you bother with this? 
Convert Alone in the Dark. Or Alone In the Dark 2. 
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Kick Off 2 . Extra Time .„ 6.99 

Kick Off 2 Final Whittle 7.99 

Kick Off 2 Winning Toctics .5.99 

Premier Monoger 5 1 2.99 

Sabre Team 9.99 

Shocbw Worldi 9.99 

Super letrii 12.99 

ThunaW*lrik« _ J.99 

Wing Commander 9.99 

mnssnm 

ADI English (All Ages) 17.99 

ADI French (All Ages) 17.99 

ADI Maths (All Age*) , 17.99 

ADI GCSE Moths-English or French 22.99 

Bettor Spelling (8-10) 13.99 

Belter Maths [' 2- 1 6| ~ 1 3.99 

Cave Mate (8-12) 10.99 

Fraction Goblins (8-13) 10.99 

Fun School 2 (6-8) 6.99 

Fun School 2 +8) 6.99 

Fun School 2 U6) . , 6.99 

Fun School 4 (5- 7) 16.99 

Fun School 4 (71 1| 16.99 

Fun School 4 (U5) 16.99 

FH*nSdxxJrW. Create (ovw 5+) 17.99 

taSohodSpeJra Fair [7-13) 17.99 

Junior Typisl (5-10) . 10.99 

Magic Maths (4-5) 13.99 

Maths Dragons (6-13) __..„..I0.99 

Maths Mania 18-12) 13.99 

Merlin Maths (7-ll| 17.99 

Mickey's 123's(2-5) 13.99 

Mickey's ABC'i |2-5| 13.99 

Mickey'! Jigsaw Purzles (5«) 13.99 

Mickey's Colours & Shapes (3-5) 13.99 

Mkkey's Memory Challenge (5+) 13.99 

Noddy's Dig Adventure 16.99 

Noddy's Play Time (3.) 16.99 

Picture Fractions (7-10) « 10.99 

Playschool (3-8) 9.99 

Reoioning with Trolls (5-13) — , 10.99 

Tidy The House (6-10) 9.99 



JUNIOR ADVENTURE 



Robin Hood (8 ♦ ) 13.99 

Scrooge (A Christmas Carol) (8+) 13.99 

The Three Bears (5-10) 13.99 

Thomas The Tank Engine 6.99 

Wind in The Willows |6+) 13.99 

WiiordOfOi 13.99 



JOYSTICK & ACCESSORIES 



10 Capacity 3.5" Disk Box 

40 Capacity 3.5" Disk Box 

50 Copocity 3.5" Ditk Box 

80 Copocity 3.5" Disk Box 

100 Capacity 3.5" Qisk Box 

Analog Joystick Adaptor „ 

Cheetah 125+ 

Cheetah Bug 

Compehhon Pro Extra 

Freewheel Steering Wheel 

Gravis Advanced Switch Joystick 

Mousemat 

Gravis Game Pad . 

Ouickjoy Jetfighler 

Ouickjoy Pedals 

Ouickfoy lopitur 

Quick|oy Turbo 

Suncom Slik Stick 
Suncom Toe 2 . 
Wko "q" Shck 



............ 



.******..**** 



1.99 

4.99 

5.99 

-6.99 

7.99 

. 4.99 

*e*ee**ee*e»7.99 

11.99 

14.99 

24.99 

33.99 

1.99 

..15.99 
...11.99 
„™ 17.99 

17.99 

10.99 

5.99 

7.99 

...,_..4.99 



3. 5 "BLANK DISKS 



TDK PRECISION UKIRaN- KKTCllD 





VERBATIM 


lOXfD 


DID 


LOOK 




I0XED 




LOOSE 




10 


7.99 


6.49 


5.99 


4.50 


20 


14.50 


1 1.99 


10.99 


8.50 


30 


21.99 


17.49 


15.99 


12.00 


40 


3B.49 


34.99 


20.49 


15.00 


50 


35.00 


26.00 


23.99 


17.50 


100 


65.00 


49.99 


44.99 


35.00 
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Impossible Mission was, Without 
a doubt, an absolute comer of a 
game first time round, wiginal- 
ly coded by Epyx (and not, ft some 
would have you believe, Thmitmap 

thenS it combined a number of 
arcacft, strategy and puzzle elements 
to produce one of the longer-lasting 
snactt of the time. 

co ulon't help Bute nj oy 
bounding that was to 
throughout, not to mention 
satisfaction gained by outi 
those annoying robots 

Sctfiere we are, an embarrassing 
amoait of years on (and still ^ 
playing games like the chll- 
drenjou are — Harry.) faced 
with a (ollow-up — Impossible 

changed? Well, apart from tr£ 
date, not a lot really. Elv* 
Atombender is still being a gjft 
you're still up against a huge 
number of robots (beingjuR 
as aapoying as the original 
gangland you still somersault 
like al, er... well trained 'som- 
ersauBerer. . .er'. 

YoB can now play as one of 

each appears to do ihini 
almost identically, it's alwa 
nice to have a choice isn't 
Tasha is a hyper-gymnast I 
mama!) who graduated frofti 
t be MoseowlteTMfbMc urWver* 
ty inl2023 as the youngest 
woman ever to receive a PhD 
in Applied Cybernetics. Thanks 
to Sifchreads implanted Into 
her njjrvous system, Tasha has 

I fealty induced strength, s 
and agility. 

The other two charact 
are a Riot Ranger nam 




imiess 
had 
e pure 
arting 
they 



operation robot called RAMJ2 (or 
XR2297GF to his friends). 

The manual is kind enough lo 
avoid embarrassing us with lome 
ploppy plot, so all you really n^pd to 

'ybuf ' 
ss a number of immense 
iding nasty robots and col- 
arts of a 'jolly Important 
chip' which must be 



way a 
levels, 
let lintj 
comp 



rair. ot course 
amount of platform-leaping 
en route. Great, eh? 

I'm getting a bit bored witt 
irrtro to be honest, so I'm oft | 



The Vejfcict. You 



coming or what? 






Though most of the 
around are either of 
or inventory type, two on 
contain short games which, when 
beaten, give access to either a circuit 
piece or a power-up. One is a 'follow 
the sequence' affair, while the other Is 
a short shoot- - em-up. They do get a 
bit harder as the game progresses, 
but they're not exactly earth shatter- 
ing. Just tedious. 







1 



I 



I 





Memory 
2Mb 



W\ 80% 



Boring boring boring! Yes, as you may 
have gathered, THIS GAME IS BOR- 
ING! I'd love to give IMP 2025 a good 

review as it lumbers along in front of publisher MicroProse 
my nose, belching nostalgia like a hJ-house 

Thames Barge, but it's the sort of 

, | * . .... £TBAOutNow 

game that looks very nice and all that 

(if you like Film Noir, which I grant H -' d Dl * 

you was trendy again some time back iomkit/keyboard 

in the mid 80s), but just leaves you Memory I Diiki 

completely blank after a couple of 1Mb ' 2 

hours playing. To start with, things are MJJLJIiIItM 

quite fun, and you'll get some thrills jjp' ^ Q[)9 

somersaulting all over the place and *0 UU (0 

playing with the toys. But after a level 

or two, you suddenly realise that w TP 05 

you've now seen everything the game ( J (0 

has to offer, and you're just playing ^T^^^TTTf^^l 

for the sheer hell of seeing what the £ |" -l/iff* 

next level's backgrounds looks like. ^£ I lift 

Forget about the graphics for a minute TYTE^^^TRXl 

(because they're the only thing that w | 

warrants any praise) and consider the /MMl 

amount of 'chuckles' you're likely to I I U f © 

have running over to things, holding 

S 1 1 1 I I L L 

the joystick 'up', and waiting to see if _W gmm 

you've won anything. If you get some- #11 M 

thing, er... great, and if you don't — j 
just move on to the next one and do it 
again. The robots are completely unchal- 
lenging in their attack strategy (if you can call trundling up 
and down in a straight line an 'attack') and after a while 
you won't even bother shooting them because it's so easy 
to jump over them. The layouts are straight out of 
Yawnsville, with a number of annoying dead-ends, moving 
platforms and suicidal drops, tempting you to make blind 
leaps just to see if you can kill yourself or not. As I say, the 
graphics are nicely done, with some moodily-drawn back- 
grounds (if car parks are moody) and good animations, but 
most of the pick-ups quickly lose their novelty and can be 
safely ignored, while the 'sub-games' become tedious after 
a few goes. At the end of the day, you really have to ask 
yourself how long people are going to want to run around 
searching inanimate objects for, and if my experience is 
anything to go by, the answer's "not very long at all." 



Both A500/600 and CD32 versions are planned for 
the end of June/beginning July. The CD32 will fea- 
ture a number of Improvements, while the stan- 
dard version should be unaltered apart from a 
slight loss of speed. 



gngi 



A5/600 



I 



bit Crash Test Dummies comes com- 
plete with a between-level challenge 
Here you must pilot a test car across a 
test course, doing your best to avoid 
piles of test bricks, test crates, test 
bottles etc. before you finally embed 
yourself into a test wall head on 
("buckle your seat belts kids!"). This 
serves as little more than a tea break, 
but at least they mad* the effort 




is what you're after — the End Zone jump pad. This is a larger version 
the spring pads you'll find around the platformed levels, and will launch 
you through the air and on To the next, er... zone. If you're wondering 
what I'm doing here. I'm sliding along on my bottom which is, inciden- 
tally, very handy for getting past some of the flying baddies. 



OUT ON A LIMB 

I realise that Monty Python perfected the amusing art of dismember- 
ment in The Holy Grail, but Crash Dummies has taken gratuitous 
amputation to new heights, with the first torso-only main characters. 
In gaming, this is not the generally accepted er... shape for heroes, but 
it must be said that a torso is a bit more useful than you might at first 
imagine. Let me explain... 



Here I am, feeling quite happy, and sporting all 
four limbs. I know I run a bit disjointedly, but 
what the hell, I am a dummy after all. 



Oops! A brief collision with a small aeroplane and 
one of my legs appears to have fallen off. Never 
mind. In true 'My name's Spiggot, I've come about 
the part as Tarzan' style, I'll just use my remaining 
leg to hop across the dangerous terrain. Sorted. 



Dohl This really Is getting a bit sillyl Now I've got 
to drag my legless body across the floor. No won- 
der my hands are in the state they arel Anybody 
got a skateboard? 



See what happens when you bite your nails. The 
only chance I've got here, is to sort of hurl my 
weight in the air and use my remaining arm to get 
some forward momentum. Oh look, here's that git 
responsible for chopping off my leg. Come here, I 
wanna' bite ya kneesl 



Oh great! Now I look like a jelly bean! This really is 
the last insult. All I can do is chuck myself along 
and hope that I can reach that screwdriver before 
someone kills me. 




REVIEW 



THE VERDICT 



A500/600 




puhi.-h, , Virgin 
Developer: 
ln-house 



£19.99 Out Now 



Not Hdfd Dish Installable 



Joystick 



Memory 
1Mb 



DtUs 
2 



■11 


m 




797. 




76% 



Bloody hell! I quite like this — how 
embarrassing! The reason I say "how 
embarrassing" is because when I first 
loaded this up, I called everyone over 
to my screen for a good laugh. Imag- 
ine, then, the disbelieving looks I got 
when I claimed to be enjoying myself. 
Yes, at first, Crash Dummies looks as 
though it should be a crap budget 
release, but once you get past the first 
two dodgy levels and on to the more 
platform-oriented stuff, there's actu- 
ally some decent gameplay in there. 
Sitting in the office next to Harry is an 
interesting experience because he 
often shares with me his innocent 
thoughts as I play games. I mention 
this, because even though something 
like Impossible Mission 2025 may 
look the part, I have to agree with old 
Harold when he says that "That dingy 
and repetitive monotony is about as 
'atmospheric' as the gents' at Watford 
Junction. At least Crash Dummies is 
fun!" CD's graphics do deserve a fair 
beating because there's really no rea- 
son why anyone should have to resort 
to crappy-looking characters these 
days, but again, better to have a pooey 
looking game that's okay to play than a visu- 
ally breathtaking one that's crap to play. Microcosm. (Oh 
sorry, just clearing my throat!) The difficulty level is quite 
nicely set, giving you enough to worry about without leav- 
ing you feeling as though you won't get further next time, 
and though some bits are a tad frustrating, you will get 
past them eventually. It's also good to see that a bit of 
thought has gone into the design of each level, often call- 
ing upon different skills from zone to zone. At the end of 
the day I'm not going to award an enormous mark to Crash 
Dummies because it's essentially a run of the mill platform 
game with no particular originality to speak of (except for 
the limb-lopping bits, of course) but in closing I'd like to say 
that for twenty quid you could do a lot worse than this if 
you fancy a decent platform game. 



-mini 

M 




Versatile chaps these dummies, aren't they? By collecting the special 'A' 
icon (left), you can inflate you dummy and pilot him around for a limited 
amount of time, flying over nasty obstacles, and generally zipping 
around the place. Some levels are centred around this style of play, with 
you floating from pick-up to pick-up, trying to complete each journey 
before the effect wears off. 




What platform game would be complete without the obligatory em 
level guardian? So what does Crash Dummies have to offer us? Well, how 
about a sort of big machine with a fitted egg whisk? No? Okay, what 
about an enormous demolition crane, complete with huge swinging balls* 
(Oh please) — Simon). Well, whatever your fancy, chances are you'll find 
them here — funnily enough — at the end of each two-phased level Us 
that French toast being fired at me or what?) 




This is about as generic a picture I could take of the first level, showing 
some of the items on offer. The small 'test' circles are well worth collecting 
just for the bonus points .while the spanners add to your weapon supply. 
The other dummy on the bike will injure you should you collide, but never 
fear, the screwdrivers will sort you out and return you to your fully-imbed 
form. This is the worst level of the game, but well worth getting past just 
to pass onto the platform stuff. 



There are no plans to produce a specific version 
for either the A1200 or CD32. If I had anything 
more to tell you, this is probably where I'd do it. 
Unfortunately, I don't. Anyone fancy a song. .7 
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JIMMV WHITE 
LURE OF TEMPTRESS 
DUNE 





THE GREATEST 

13.99 



MAN UTD P.LCHAMPS 

18.99 



ARCADE POOL CHAMP. MANAGER '93 

CD32 9.99 AM 6.99 9.99 



hi 

PREMIER MANAGER 2 

7.99 



*\ 

PQA GOLF, INDY 500 
ADVANTAGE TENNIS 
4 EURO CHAMPS 92 

SPORTS MASTERS 

13.99 




IMPORTANT - PUASf NOff 

HOC r will not work on ASM 
Phi A600 orA\200 
N0I2 r will not work on AI200 
l MSG = requires I MB of HAM 
• --NtWHem 

AMIGA A1200 VERSION GAMES 



OiWRdW** MAK*GE" fTAUA ■ ' t*B) 

CHAQS ENGINE 

CIVILISATION'! MEO) 

cum football nit manager . i ma\ - 

combat Classics 

|Fts STRIKE EAGLE! 696 ATI AC. 

SUB TEAM YANKEE. I ■ M£Q| iNO'l > 
COMSAT CLASSICS J 

isuNTsinvcei 'lusrEAtiH 

FIGHTER PAOF.OSLANDi |i MEG.- 



17 46 
1190 

f) IB 

;c so 



, — -14JI 



il «« 

•Ml 
ie *» 

10 M 



AMUCKS 1 1 - — , 

Alt 0(0 _"•('. 

ALIEN BREED 2 

BCGV B.OAS GALACTIC 

BRUTAL FOOTBALL DELUXE • 

BURNING fi^BBfl 

CAPTTVf 1 • liberation 

CHAOS ENOINE 

CIVIUtATKN AOA 

U£NNiS...... 

QUNBMIP KOO 

"E'MH*LLi'BA1[OFASa*«)> 

impossible misson- 

ishar j- legions of chaos 

,*VE 5 POND ) OPERa*ON STARFISH 

.ura5sic park . 

kikis guests 

mansell 6 world champ-ship 

out to lunch 

ryder cup — _ 

sabre team 

»Uf 

SIMON THE SORCERER 

SOCCER HID 

star trek . «TM nm mn t M i 

.HAND DRIVE ONLY)- — ____ 

(DUE SEPTEMBER! 

MEMEPAR* • . 

top gear 1 (i meo)- 

vrTMjUT ■ "NTEBnapgnai soccck • 

KXX ..... y _ 



I7.M 
iBW 
t*99 



16'* 
HOB 

16» 
114B 

II 49 
11 *B 
IBM 

IBM 
1949 

11 99 
IBM 
16*9 
1S49 

1699 

,-. T ft 
.ii 

19*9 



is 99 

MM 

1749 

1749 

IB 48 



AMIGA GAMES 

FOR OUR FULL SELECTION C* AMIGA 
GAMES PLEASE AS" FOR * FREE 
IB-PAGE COLOUR CATALOGUE 



A -TRAM (I MM) 

UN AIRBUS USA VERBIONi it MEGl 
A£*9 ARPROACm TRAINER il MEGl 
ADDAMBFAMAT (I ME3) 

air support 

AliE* 3 _. . . . .... 

*LS3Y B BjEpj SPEClAL EQTIQKi .. I MEG) 

*l EN BREED - TOWER ASSAULT • . 

ALCN BREED I ( 1 MEGl , 

ANOTHER .VORID 

APOCALYPSE II MFU) 

ARABIAN NIGHTS 

ARC ADC POOL (1 MEOI 

ARCHER MACLEAN S POOL 

ASSASSIN REMIX 

■WARD WINNERS GOLD 

I SEN&BLE SOCCER EITTE JIMM' 
WHTTES SNOOKER ZCOlhi MSOe 

BIT PLVMQ FORTRESS 11 MEOI . . 

BATMAN Rf~ JRN5 

jWMRTUtlli- 

BAITlECHESSI 

beneath the steel bky 1 * mi g| 

BIGSEAttMEGl' 

BIlllTONiATOOANBI ..... 

BIRDS 0< PnEY |l MEG. iMOIll 

BLACK CRYPT I* M(Q]__ 

BODY BLOWS il MEG) 
BOOT BLOWS GAiACTlC II MEOI 

BRIAN THE LION 

BRUTAL FOOTBALL 
BUBBA N 

L>L^(" 

CAMPAOh-i MEO; 



•aw 

an 

10 W 

7 011 
" tt 

B4B 
11.90 
I7.4B 

11 4B 
1099 

049 
BM 

v/w 

IN 



COOL SPOT 

CORRUPTION (M.5CROLLS) 

CRASH DUMMIES 1 1 MEO i • 

CRLnSE FOR A CORPSE 
DDAVj1MPREBS»C*SH1 MEG)' 

DfWITfTfmtlMH) 

OOOFKlHT(l MtQl 

□REA«AANOS 

TRANWRT--* STORM MASTER 

iSHAPjllMEO) 

DUNE It MEG i ... 

DUNE I ■ BATTLE FOR ARftAUl (I WtOl 

C"NA BLASTERS Bttlt) 

EUTI Z.*. 

EL"E I (FRONTIER! (' MEG) 

EMPIRE SOCCER i t MEG} * 

EUROPEAN C'lAWiO'fS i 1 MEG i 

E'E OF t»e BEHXGER (StJI .1 MEG} 

EVE OF -HE BE XX.DEH ! ( I WEGl 

F1 (OOMAft*, : 1 MEG) 

F i I7A STEAl n. FlfiMTER ) 0 1 1 MEOt 
n*S'EAir~<lCWTERiNOPl 

FPSRETAuATORi.lMEOl 

FIRST SAMUR4I • MOA lOMANA inOUi 

FLA5HOACA(l MEG} 

FORMULA i ORANi> PWK 
G>N!SIAOMSQ| 

GOAL j.. 

GMAK4W GOOCH DATA Dl5" 

WWI' QOOO WORLD 

CLASSCRrZHET ,1 MEOj 

_".A«AJa TA.LWSSOCCEM 

MA-lAOERHMEGl 

SUMMF :CC0 1 1 MEGI 

HRKWBM (i MEOJ' 

-( MOAU : MSE i> ASGAR0 tl MEG. • 

"EHCOUES1 !il MEGI _. 

-flEDGl#lS :l MEG} 

HIBTORTLINE 1Bi4 1i 11 MEO) 

moor : 

•b . 

*JU1ANA ^CWEl AC VENTURE 
»[MANA JONES FATE OF ATLANTIS 
ADVENTURE II MEQ| 



M*B 

'«B 
IBM 
11 AB 

MM 
19 « 
DM 



1B» 

M49 

IJ4B 

X 49 
B 66 
'I** 

» i- 

.17.99 

<2«B 
U49 
•'99 
WBB 
2.99 
<D4B 
'JOB 
10 BB 

!' M 

WAS 
I44B 
WB9 

11*9 

*m 

71« 

mJb 

999 



NIC* FAL0O 9 0OH.7 

N>OEL MANSELL S WOtU 
C"AMO-S»IP II ME St 
NOSECOSDPRIIE 

OvtatimvE i' MfOi 
OVER.ORDii MEG'* 

PER'nELIONCMEGi 

PVTolMQOUF ______ 

p»«all double pack (i meg) 

(PAAJAU ORtAMS t FANTASIES) 

PINBALL DREAMS (1 M6G> 

PlhBALL FANTASIES 

POUOEQUCST i 

POPULOUS 7 ii MEG) - 0HALLBJ9U 
DATA MK 

POWERUOMtR • NW1 0*'*iHOlJ) 

PREM'tR MANAGER tt WEGl 
PREMIER MANAGER 1 (I MEG) 

PRINCE O* PERSIA O MEG) 

PRO-EC ■ .SPECIAL EOi-iONi n ME0| 
PUGGS' |t MF3) 

PUTTY 

RAILRCAD TYCOON (1 WCGl iNORl . 

RAINBOW COLlECTIOH 

|0UBf'-£ BOBBLE. RAir«on iSLAKOS 

NEW ZEALAND STQOy , (NOP) 

NEALUSil MEG) ■ . . . 

MM OP »*tlUSA QOlO ( 1 MEG I • 

WOfp RASN 

ROtOCOP . iNOiTt 

N0»9CE*0R*T 

RULES OF ENGAGEMENT 3 

5 U B 0 MEG) • .. . 

SIHRE TEAM 

SCRABBLE lUSOOLD) 

SECOND SAMURAi |i MEGi iNOl.l 
SECRET OF MONKEY atANTJ t » MEGi 
jE.:HE' OF MONKEY SLAND 1 II MEG 

SENSIBLE SOCCER |9M SEASON) 

StNOiM -fiyUlW NTtMNATtO'l*. 

■DtrON(l MEG)' 

SETTLE RE 

5H*DOAaniC5 (NVUJi 

5IEBRA SOCCER .-WORlDCUP) |l MEG 
SiLENTSCnviCE.il MC0) 



1-49 
14 Bf 
1)49 



TORNADO p MEG) , M SB 

TROIAN ALO iLOHT PHA/ER OAMB) ..4B» 

TURBO TRA. MMEGf IBM 

ufo . f m m> unknown (i meo) ... an 

ULTW S iNOta . 699 

u>*["jw I it Me iji . . . 17 99 

VIKiNuS 'IELC CX CCNOUEST il MEQ. '141 
WALAER IN 

WEMBLE* - RXXIB" .EACiUE i' MEGl* l7 « 

VFMQCOMMANOER 1(1 MEO) BIB 

MtTIR Olympics !i.a 



BENEATH STEEL SKY SENSIBLE SOCCER TRIVIAL PURSL" 

22.49 13.99 CD32 19.99 

A1200 WOROWORTH DEALS 



WORLD CUP 'EAR BJ 

(GOAL. CHAMP)ljNS"iP MANAGER 94 . 
DATA DISK 5THi«E« SENSIBLE 

22 49 SOCCCRlI'MCOl- .099 

It49 WWF W«STUNG Jil MEGl B99 

*** JOOLiiMEG) 9.BB 

zcoljumeoi . a- nm 
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1049 
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*C9B 
D'O 



1099 
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I0W 
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19-9 
II 99 
1199 
14 49 
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1S*9 

U49 

BBS 

1749 
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INI 

*#40CENT(iMEOl 

INTERNATIONA! MANAGER 



MM CITY OELUIE 
lilMCITT 7UTURE CIIIEE A 
tlRRAIN EDITOR) , 

SIMON THE SORCtPKR ( I MEG) 

pw BRIO MARKS (1 MEG) 

1149 SLEEPWALKER 

SOCCERAtO 

Mahuit .... 



AMIGA EOUCATIONAL 

FOR OUR FULL SELECTION PLEASE 
SEE OUR COLOUR CATALOGUE 

ID OLf Of 10 • EANLV ESSENTIALS 
AGES > 7. CREATES AN DEAL 
FOUNDATiC* 'OR CHILDREN TO 
BUILD ON (1 MB INSTALLABLE! IBM 

10 OUT OF 10- ENGLISH 

UBM COVERS MAJOR AREAS 
OF Tt«E NATIONAL CJRRICULUM 

1 1 MB. INSTALLABLE) 1999 

10 OUT OF to - JUN<in ESSENTIALS 

AGES', -l BuilDNGFOUNtJ'iiQNS 
'OH MAN" AREAS OF THE NA T ' . - 
CURRICULUM 1 1 MB. INSTALLABi Fl 1999 

10 OUT OF 10 MATHS NUMBERS 

AGES B-1B NA TONAL CUR99CUI UU 

it MB INSTALLABLE) . - 10 99 

AOtGCSf FRENCH PAC" (1*10 'EARS) 
< MB PCOIE Mil GROUP PACK 

THE PERFECT QCSCREVTSON TOOL »99 
aniOCSE MATHS PAC* n«-iB TEAR:- 1 
i MB DOUBLE AGE GROUP PACK 
T"L PERFECT GCBC REVISION TOOL 2S.99 



THE 




CAMPAIGN III MEOI 

CANNON FOOOER (1 



Sanag!" 1 ?' 



t«W 
1J« 
il IB 
10*9 
ID* 
17 49 
'7 99 
1199 

I M 

iB 49 

1J49 

a 99 
■ N 



i n mlj 

C»AMPION5HP M'fitGLI BV9> lENTJ 
5f SEASON DATA OISK) II MEGl • 
CWMBIONSHf M4)1»OF0 BV>4 

UPDATE 015* .1 MEGl 

CHAUKGNS'-iP MANAGER COLLECT MJN 
1919* . UPDATE OOf) .1 Ml J. 



i I «f 



•/iOKlO CP bUlT ONH ME^ji 
iN'ERNATIIX*. RUGBt CHALLENGE 

I3HAR i LEGONS OF CHAOS 1 1 MEG' 

ISHAR 111 MEG|- „ 

JAGUAR »je?0 ( 1 MEG) 

JA9 BMPQN P - 

JET STRIKE 

JIMMY WHITES SNOOKER iNOlB 

JIN»IEH iMSC-OLLS) 

JC^.MADOEN'iiUQ.FOCTBAU. 
JURASSIC PARK il MEGl . . 
-J 1 *!} (UTOPIA 7) . 1 MEGI 

KGB — 

KB909AAKM it MEGl __ _„ 

OUES'.'|tMEGi 
OUEBTl. 
OUE5'4|IUEO!. 
GUEST »\i MM) - 

KNKVTG OF THE 5-Y i t MEO) 

LAAeORGHPil 
LASER SC-JAC 

LEGENDS OF VAlOU- 1 1 MEGl INO'/i 

LEISURE SM' LARH. i ,1 MEG) 

UBBKH 0UI" LARR' 1 H MEO) 

LfjScni SUIT LARRY 3 ',1 MEG)' 

1EMUINGSI _ _. 

,EW«0 D*'* DISK ■ OH NO 
iOMBARD RAC RALLY 

LOST VIKINGS 

MAELSTROM {' MEGl 

MAN UTD PREMIE H LEAGUE 

CHAMPIONS il MEQJ 

VANXf.l-ERLIIITFn 

MICRO MACNMIB— . — 

MONOPOLY ™ 

MORTAL KOMBATIIMEG) 

MR NUT?* 



>4 4B 

7*n 

1699 
1149 
1099 

9*9 

699 

1799 

11 A9 

...4.49 

10*9 

U«9 

IB 4B 

u 44 

3349 
10*0 

10 4B 

1P4B 



18*0 
BOB 

tS*9 

1149 

11*9 
ii n 
rut 

4 99 

499 
1'j .-■ 

am 

1999 

9 49 
19 BB 

30 40 

1II4B 



IBM 

-H49 
.17 49 

. B99 

.IMS 
IS 99 



SPACE LEGENDS 
iWING CC**MNOEn 
MEGA TRAVELLER. ELITE 1 1 1 MEGl • 

SPECIAL FORCES it MEG) 
BPCEDBALL 1 ... 

SPIRIT OF E ■ CAL I8UR ( 1 MEO) (NOP) 

9PORT5 MASTERS 
(PGA GOLF. NDV «C ADVANTAGE 
TBNNIB. EUROPEAN 

CHAMPIO**S**IK B 1991)(l MEOI 

STA RDUS T 

STRE CTFIOHTW I 

STRiKfRil MEG,' 

superphoohMegi 

so^ir hanq on 

BUBfRTBTfna _., , 

9U"REMAC>HMEGf 

S'NDiCATE 1MEOI 

TJ |COM OPi il MEG) 

TACTICAL MANAGER 

ENGLISH LEAGUE 1 1 MEGi • JOBS 

ITALIAN LEAGUE (1 MEO)' »S9 

SCOTTISH LEAGUE (1 MEO)' KB* 

TEAM 17 COLLECTION 

iBOOV BLOWS BUPf R FROi 

OVERDRIVE) „.,_ _„ M9B 

THE BLUE ' 'HCONVftMBG) tUB 

THE GREATEST 

LflMMY WHITES LURE O* THE 

TEMPTRESS. DUNE)(1 MEG) 11.99 

THE LOST TREASURES OF NFOCOM I 
m classic infocom 
TEXT ADVENTUREB) IB 99 

TITUS THE FOX . B BS 



| BB 



I1B9 

i; 49 
II 49 
699 
16 » 

699 

19 99 

M ** 

mm 

1199 



'UNSCMOOLIIIBYRZU 14JH 

■ l r. -i .-Oct i<i vpb) 1* as 

-Li, ■j:-.DOL*iS-7 'RSi 16 99 

«UN SO-OOL* (7- YRSl 1BJB 

FUN SCHOOL SPECIALS 

MERUNrSU*TH9|7-1l YRSl 17BB 

PAINT N CREATE ECU ART |6. *R8) 17B9 

SPELLING FAIR IT-13YRB1 1799 

MICRO EhGLiS" H'RSTOOCSE 

LON'C-IV, TO ItA" JUAl 

CURRICULUM (1 MB) 1BB9 

MICRO FRENCH. SEGMNER TO QCSE. 
CONFORMS TO NCLWRlCULUM OMB) 1999 

MICRO GERMAN flEGWER TO GCSS 
ANO BUSINESS LEVEL CONFORMS TO 
H* tonal Curriculum < i mb) iBBB 
MICRO MATHS 11 tRB TO QCSE 
conforms to * 'Curriculum umb? ibbb 

micro science byrstoocse 
conforms to noutoauu hmb> <b(b 

MICRO SPANISH • ■ . - -il 1 ... -i 

CONFORMS '0 NClRRCUUiU ■ i MB IBBB 

NO0DT 1 BIG ADVENTURE SEOUEL 
TO THE POPULAR NODDY'S PL A V TIME 

SERIES (1 MB INSTALLABLE) 1B.BB 

NODDY fl PLAYTIME BWPERB NOOOY 

theme o educational adventure 

SUITS AGES 1- (1 MB. INSTALLABLE) IB- 0B 

AMIGA A1200 VERSION 
APPLICATIONS 

DELUXE PA9YT 4 AOA ENHANCED 
"ERSION FOR AIKO AND A4O00 PAINT 
UNO ANIMATE N UP TO 156 0(O COLOURS 

jjBjOM It 7 MllON il MB EXTERNAL 
DiSK OR hard DRIVE REOUiREOi 99JB 

VISTA PRO ILITI) CREATE SPECTACULAR 
VIRTUAL nORLCS 1V1TH T H1B POWfRFL' 
5CEHERV CREATOR ANO ANIMATOR 
•IPEdA. . 'E VERSiO-l TO RUN ON AILtXi 
OnAAOOO BIB) DR'.VE REGLAREOi A499 



WOROWORTH V? AOA WORD PUBLISHER 

NEW ,OW PRICE (I MB EYTEFPLAi 

DISK OR HARD DRIVE REQUIRED H.99 

WOROWORTH Via AOA WOFO PUBLISHER 
THE LATEST AND GREATER" VERSION 

OF tqc Ouaiitv WORD PUBLISHER 

PACKAGE il MB EXTERNAL DISK 

OR NARO DRIVE REQUIRED) 74-99 

AMIGA APPLICATIONS 

FOR OUR FULL SELECTION PLEASE 
SEE OUR COLOUR CATALOGUE 

AMOB - EASY TUTORIAL VERSON 

OFAMOStl MB INSTALLABLE) DBS 

AMOS ■ PROFESSIONAL MORE 
POiYERF JL Ml PROFESSIONAL 
VEHSONOr BEBT SELLING GAME 5 
CREATOR. MORE COMMANDS. MORE 

FLEXIBILITY tsa BETTER USER 

INTERFACE {i MB INSTALLABLE) J! 99 

AMOB ■ PROFESSIONAL COMPILER 

COMPILE 5 AND SPEEDS UP PROG11AM5 

WRITTEN N AMOS EAS» AMOS OR AMOB 
POOFESS-OMAL II MB NSTALLABLEi 34.99 
BLIT7BABC1 BRAND NEW FAST AND 

EASv TO USE vIRSIO'l C* BASIC 

CCfttLE'E WITH manual ANO COMPILER 

S-STEM THE HOTTEST NEW 

LANGUAGE AVAILABLE 99.99 

DELUXE PAINT 3 A VERY "OWERFUL 
ART AND ANIMATION RAC »G( WTTM 

EXTENSIVE FEATURES A BEST SELLER 

ANO A 'OP AWARD WHNIH MAN" FONT 
• r.j .vt-niNO C---1N-J AND5AMP.E 

AN AAA T ot* ANO ART B9CLUDED 

(1 MB P43TALLABU7] 14JH 

DELUXE PABIT 4 PAJNT AND ANIMATE 

in UP to 4099 COLOUR HAM MOM 

il MB INSTALLABLE) BBSS 

DBRECTORY OPUS 4 COMPLETE 
DB9EC1QRY ANO FILE ORGAN1SWG 

SYSIIVt IN VALUABLE FOR HARD DRIVE 
USERS l> MB INSTALLABLE. • 4BB9 

FINAL WRITER (RELEASE II 

EACELUENT WORD PUBUSMNO S'5T[M 

WITH OVER 101 TYPEFACES EASY T© 

USE tl MB DRIVE nEOLAREDl • 74.B9 



AMIGA C032 CD's 

for our full selection please 
see our colour catalogue 
alien breed se 4 qwak . „ 

arabian nights (aoa) 

arcade pool • , ,.._„_. 

assassin special edition 
and overdrive • „_ 

HANEiMEE* 

flATTLECHESB 
BRUTAL FOOTBALL 
BUBBA '1 ST II 

CANNON PODDER • . 

CAPTIVE 1 - LIBERATION ... 

CASTLES 1 

CHAOS ENGINE 

[V GENE RATION 

DISPOSABLE HERO • 

am COLLECTION 
I Nine DtZTV GAMES) ,„, 

DOMt 

ELITE J 

FUR" O' THE 'URRi69 

OLOBAL EFFECT 

OlBBbBPIOOO 

HEBBDALLl' 

HEREWITH THE CLUES 
HUMANS 141 

■MPOSSlBlE MISSION • 

■ID VtCOUl* 

LAflvllNTMOF TIME 

LEMBNOB* 

UTA CUV* 

L05TVHUNOS' 

LOJ^ TR^OG* {LOTUS I.E. 3| 



HANNA BARBARA ANB4ATION 

WORKSHOP FOR CARTOONS ETC 19.99 

HOME ACCOUNTS THE ORIGPAA, 

VERSON Of THIS MONE- MANAGER 
nN5TAu>BlEl - _ I.BB 

HOME ACCOUNTS I 101 FEATURED 

f'lRSONAL Fl'iAfiCE 'SMALL C'FICE 

MANAGER It MB. INSTALLABLE) »99 

RINOWORDSl FULLY FEATUREO WOR0 

PUBL3HE R 1 1 MS INSTALLABLE) IBM 

">nr'_AN « COMPLETE SPREADSHEET 
BUS.MESS GRAPHICS AND DATABASE 

SYSTEM 1 1 MB INSTALLABLE! • . 1IJH) 

MINI OFFICE INTEGRATED WORD 

PROCESSOR SPREADSHEET DATABASE 

AVi:iS'jTl.iT«\ iIMB iNSTAUAAE U99 

MONEY MATTER! .HOME ACCOUNTS J) 
lATES' VERSION CF THE EXCELLENT 

MONEY "ACKAGE FROMOOirA 

(1 MB INSTALLABLE) SSB9 

PC TABU GOOD VALUE SIMPLE PC 

EMULATOR ALLOWING IBM PC 
• tl-. i. A'iC'iS to 9£ USE^ :^ <om 
AMIGA PLEASE NOTE THAT THIS IS NOT 
SUI-AHt F FOR WIDOWS OR HIGH 

iNOAPPl CATIONS REQUIRES MS DOS 
3 3 OR ABOVE (I MB MSTAlLABlC) K99 

PENPAL EASY TOUSE WORD 
PROCESSOR (1MB. INSTALLABLE) 1799 
PROrtSSKlNAL PAGE 4 EXCELLENT 

DESK TO* PUBLISHING SYSTEM GREAT 
h EA 1 LRE9 AND EASY TO JSE 

il MB DRIVE REOUREOl • 99.99 
PUBUSNER PAGE LAYOUT PACKAGE I 

INOtl I MB EXTE-PIA^ DISK 

M HARD TIRIVE RFOIAREO) IB 99 



FREE PRINTER LEAD 

WTTM ALL PRBfTERB 

PANASONIC KXP2123 
COLOUR PRINTER 

14 FIN (0 COLUMN iKC=St>4iQ 
7 FONTS (i 5CAi.Afl|E| f.Tn(MFLV 
OUIET *J t DBA NOSE LCrtL WITH 
'-tl WdUWOM'HWOHl, 
PROCESSOR i YEAR WARRANTY 

MMI 

CANON BU-200 BUBBLE JET PRINTER 

CANON SJIO-SX BUEWLE JET PRWTER (NEW LOW PRICE . 
CTTI7EN ABC PRINTER WITH COLOUR KIT H PIN WITH 
FREE FASYSTAHT SOFTWARE FOn AMIGA ANO »C 
CTTliEN 'RACTOR FEED KIT FOR OTUEN ABC PRINTER 
emrrN bwmt moc printer with colour kitwfw 
caijo xbtro Mt ^mm*K* ibt»i » ju» >n »: 

vh-"..»viiH(Ti m(*o r ' 

FROM CTI1HN SWIFT PRINTERS 

EPSON LQ-100 PRINTER 34 PIN 
EPSON LO-1S0 PRINTER 24 PIN 
EPSON STYLUS BOD INKJET PRINTER 

INK CARTROOE 
INK CARTROOE 
INK CARTRtJGE 

INK CARTROOE 
B9XCABTROGE 

Mi n 

RIBBON 
RIBBON 
RIBBON 
HAN 
fBBBON 




IBJ H 

tU«9 

1799 

IBB 99 




.BLACK) FOR CANON UW OR BJ-'OSJi 

.BLACK) FOR CANON BJ HO 
black i *om epscn sty^-s soj "rinter 

■BLACK 1 FOR HP DESKJET SI0 PE9NTER 
BLACK i FCfl HP DtSICATT PORTABLE PRINTER 

(ORcmiENl* 174 J*C OR ABC PRF4TER 6 99 

FOR CITIZEN 9 90 OR IMO PRINTER 699 
"J" EPSON LO160 B.99 

'OREPSCF-LQionPRINTER - r .- BBS 

FOR "ANASONC KXP3131*. KXPB1B0 1099 

FDR STAR LC1KI OR LC70 PRWTEH . 699 

FOR iTAR LC7O0 PRRITER B99 

OK} FOR STAR LC34-1W PRINTER BBS 

OUR) FOR CITIZEN 9 9>; 14 iua 114 l*a OR ABC MSB 

OUR) FOR EPSON LQ IK. IBM 

LC4JR)FORPANASONCK.P1(114.KIP1IBO IBBB 

'OUR1FORSTARLC100PR9VTER '99 

OURl FOR STAR LCfTOPRWTER _ MSB 

PRINTER STAND FOR ANY PRINTER TJB 

PRINTER LEAD iPARALLEL) t 6 METRES FOR AMIGA ST OR PC 7 99 
PRiN'EHlEAD .'PARALLEL* lOMtTRES FOR AMIGA 5T OR PC tBSB 

PRINTER LEAD (PARALLEI^ 6 METRES FOR AMIOA ST OR PC - 'BBS 

OUST COVER FOR B0 COLUMN PRINTER (CLEAR PvCl 4M 



RIBBON 1 

I HON I 



- B0 N| 



MULT) MEGA 
PORTABLE 
MEQADRIVE B 
MEOACO. 
rrtlBlALLYA 
SMART PIECE 
Of KIT 

325.99 



MEQADRIVE GAMES 

iir nti r Bn 1 ftn i B riirr riTi n r rBi 

ALADDIN ... „ -, „, ... BBBB 

ARIEL - THE UTTLE MERMAID.. 19JB 
BARKljriBHUTUPANDJAMI BBBB 

BUB8Y BOBCAT _. „. ... 17JH 

CHAOS B4G9* • 3B0D 

?JB 



I (J-CART 

RB 1 BASEBALL »4- BBJJB 



1 RASH 
ROAD RABN 1 



_ _ 1 



oo (jambs pond t, 
bupSumon " 



I MONACO 
BBTBBBHJI B0CC9JR ... . 



is 



3 .. . 

B QNIC BFINTJAU- 

BPEED RACER'.. 



1MB 

- 19JB 




SUPER NES 
-MARIO ALL 
STARS GuVIBEB 
-SCOPE SIX 
UOBfTOUN 
•SB QAMES. 



.»«»HlHl' 



BB 




9PEEDBALL I ... IBM 

BTREETROKTER 1 OMABNONSHP 3S.BB 

STMETB OB RAGE 1 - _._BUB 

BTWSBTB OF RAOE I 

BUPBR KBy O FF - 

1 

TOE JAM AND EARL J 

VBYTUA KAONQ- ... 

WB*Trac«.YMP1C8 



1949 



aim * 10 games 
114.99 

SUPER NES GAMES 

WE ONLY BELL GEMJBC UK VTTOONS 
ALAOOtl _. „ ... 41 JB 

ALIEN V8 PREDATOR ■ SUM , 

BARBLEY SHUT UP AND tUM- KM 
BATMAN RETURNS. BUB 

CHAOS ENGINE ■ 4SJB 

CLAYPfcWTERB — — 4IBB I 




morph . .. . iiaS 

NAUGHTY ONES • «9B» 

Njc-FalDOSOOuT- SBB 

NIOEl MANSELL B«J«.l C"AW,"i° -i . 

NO SECOND PRU7E UBB 

PINBALL FANTASIES „ IBBB 

PIRATES GOLO <BJB 

PROJECT4SEiFl'CHAllENGE 1BB> 
t^BjOCODijAMESPONOll . --'SJW 

SAime TEAM' IBM 

BEO0ND SAMURAI • 2*99 

SEEK A DESTROY 17BB 

SENSIBLE SOCCER tBJB 

STRIKER. IBBB 

SUPER S'AROUST IBBB 

^uPEfncu • 1 1 m 

TW .QUE SEPT 9*} . Z79B 
TRIVIAL PURSUIT 1BJJB 

ULTIMATE BODY BLOWS 

(100* BLOWS B BODY BLOWS OALACDCl 1999 
WEMBl fl *.TERNAT)ONAl SOCCER . M 

ZOOL _ _ -,..„.14JB> 

ZOOLB , ^.-_- IBM 

DIGITAL VIDEO CD's 

DIGITAL VIDEO CO'i FOR CDS? OR CO 

FITTED WTTM FMV ADAPTOR 
AfiCREWLlOiD WEBBER ISM 
BEVtR..HLi3COPtiS) . UN 

BLACK RAIN (IB) ISM 

BOB MARIE* • THE LEGEND IBM 
BON-OVI KEEP THE FAITH ISM 

BR-AN ADAMS ■ WAKING UP 

THE NEIGHBOURS tgM 

CAR TOON CARNIVAL 1U) IBM 

FATAL ATTRACTION (IB) IBM 

GMQSTm) i;^- _ IBBB 

HUNT FOR RED OCTOBER |l») IIR 

INCECENT PROPOSAL (Ifli IBM 

iNIVAN* JONES TEMPLE OF COOMiPGt IBM 
INKS • LIVE BABY LiVE IBM 

LIONEL RC"IE BACK TO FRONT l£M 

NAKED GUN I > 1 1 S) IBM 

patriot GAMES |i5} IBM 

RAIDERS OF THE LOS T ARK IPG) 16M 

STAR TREK 1 |PGl 1|M 

STAR TREK VI IPG) IBM 

STING TEN SOmMONERS TALES •( M 

THE CURE IBM 

THE ESSEN'LAL PAVAROTTI 11M 

THE UNTOUCHABLES (PGl ISM 

TINA TURNER ■ LIVE M RIO > IBM 

TOP GUN (PS) . . IBM 

WAYNES WORLD 1 13) ISM 
WITNESS I II 



AMIGA CD32 



AM ' 
■ 9TM 




LAMISTALKER 

LETHAL ENPOR CE HfRTrH GUM 
CHALLENGE . 



I TURBO I 



-Sa S GAM9,1 

ALIABB^ 



11.99 

ISM 
IBM 
4DJB 
MM 
MM 
BAM 
17M 




OW. 



IBM 
1BJB 

17M 

MACMP4EB MM 

L KOMBAT MJB 

NML»930)(lt*»4~~~I!Z ' S5 

NHL PA ICC HOCKEY SB.. 19*9 



B PAN AM RALLY 
ADO BJH FOR MABM ADAPTOR 

GAME GEAR GAMES 

ALAQCSM . . ...9AM 

OHAXAN* « MM 

COUBAMS 9JB 



.BAM 



INDMiNA J0BBM S ' 
MtCWO MAQM9BB 
HA JAM 

PETE SAMPRAS 

PMBA1L WIZARD 



FUNTSTCWf 5 • 

INCREDMLE HULK ■ _. .. 

JOHN MADDEN M 

JUNGLE BOOK' 

JURASSIC PARK 

■HU8TYB FUN HOUSE 

LEGEND OF THE MTSTCAL NBUA 
LETHAL BIBTOnLMBI fWtTM BUN) 

MARO All STARS 

MEGA MANX* _» 

MORTAL KCMBAT 

NBA JAM 

HHLPA BB Cfl HOCK1Y 

PACATTACK • _____ 

HTOURflOLF 

ROCK AND ROLL RAC9K1 

BEBBMBLE SOCCER 

BM cm — _ 

SMASH TENNIS- , 

8PM3TRB. 

SPEED RACER ■ _. 

BTAWWB9B 

BIHatlH UHTEPl 

STTBEfrmGHTfR TURBO 



.ss 



IBM 



IBM 
MM 



MM 



MM 
IBM 
97*9 



CD BASED CONSOLE WITH 
AIKOK-BITPOVVER 262 OCX 
COLOURS FROM A PALLETTE 
OF 107 MILLION. ? MB RAM 
FAST UMBUSBOJO 
, - PROCESSOR PLAVSAuCiC 

wk <.lMMin.GMiU CO* VIA ON SCREEN [itSPLA" 

•V* '>-f^uUMMMM*^MSH AND DIGITAL VIDEO CDf WITH 

W tm mmb^^mTbmmmmmI optional fmv adaptor 

AMIGA CD13 SPECTACULAR VOYAGE PACK 

I WITH MICTOCOSM ANO CHAOS ENGINE PLUS ADDITIONAL 
GAMES - WING COMMANDER OSCAR DIGGERS DANGEROUS 
I STREETS ■ ONLY WHILE STOCKS LAST 2X1 

PLUS TWO PACK AVAILABLE ONLY WHEN VOU BUY 
[A CDJ? ELITE I CO ANO TRIVIAL PURSUIT CO . AlST ADO MM | 
£tB*B»D£iOR* tVll IMTIiDA. I'WDCDI 

,'.''U"JLM)'.U.W.-- 

|T1«T PtA'UNE PULL UU'KJH VIDfll GAMEPLAY 
.SiWlY SLOTS UTO BACK OF CO 32 




■ill M07IDW VKtOCVUOOlKt 



TV* __. 





COMMODORE 

CONTROL PAD 

BM 

DYNAMICS 

CONTROL PAD 

FOR CO K 

IBM 

OUICKBHOT SOUN0MATE4 
STEREO SPEAKERS i->AIK. ~~ 
FQR AMIGA CO 31 OR PERSONAL 
STEREO UOUiME ANDHA.ANCE 
CONTROt BASS AND -RE« t 
T. 4W.4W MUSIC 

1B.BB 

SCRBINBBAT I BTEKEU 

SPEAKERS ■pAIRi 'OR 



1199 1 

BONY SR9A10 PORTABLE SPEAKERS 

WITH 9lj I ' !•( AMI\ FlER. ONOF' SWITCH 
VO-U*lL C^ft»TROL. BBMBA DMMC TEA 

SPEAKERS IDEAL FOR USE WITH WALKMAS 

'..■"' *i CCU OR AMIGA B*M> 

mi tl AUOOvEAfl . AMlTiAiCriti-sr TOI'FnfO 1» 

MEDIA UFE CO PILE DHAWEH 130 CAPACTT^ . .. <SM 

•;CHCI MM '■ via Ai;Ai>to'ir.<iiUCHEE>IOLA1 SPEAKERS . .. T» 




WING COMMANDER 
MEGATRAVELLER 
& EUTE 



IVILISATION AGA SPACE LEGENDS 

18.99 9.99 

BEST DEALS ON AMIGA A1200 

MOOSE. BUO.T-IN TV MODULATOR 
2 MB RAM E>PANrjABLE TO 10 MB 
FAST 14 UH* 68020 PROCESSOR 
NEW AGA GRAPHICS CHIP SET 
258 .000 SCREES COLOURS 'ROM 16 I MilUGN 
4 CHANNEL STEREO SOUND 
BUILT IN FLOPPY DISK DRIVE 
BUILT IN INTERNAL HAfifj DRIVE IN'ERFACEflOB) 
AND I YEAR IN-HOME SERVCE WARRANT* 

AMOA Al!O0 7A) DESKTOP DYNAMTE 
WITH WOR0WORTH 7 0 AOA DESKTOP 
0i _BLIShER DELUDE PAINT IV AGA. PRINT 
UANAOER. OSCAR ANO DENNIS 300 00 

AMIGA A IK© DESKTOP DYNAMITE PACK 
AS ABOVE WITH INTERNAL II* HARD DRIVE 

A 1 700 ?-i?7 DYNAMITE • 127 MB DRIVE UODO 
ATMO 2.-TOO DYNAMITE . ?00 MB DRIVE RM 
AI--007.340DYNAM.TE. 340MBDRIVE WM 
AOD A PLUS "OUR OH CHAOS PAC* iF .0(1 VMS" 

«OR -AAO D1IVt PAOS PLEASE FH3NE TO CHECK 

LATEST PWte AND AVAILABILITY 

AMIGA A 1 200 2M COMBAT INNOVATtONI 
WITH WOROWORTH 2.0 AGA DESKTOP 
PUBUSHER PERSONAL PAINT IV AGA. PBiN' 
MA'tAGER. DAY BY DAY. TOTAL CARNAGE. 
BRIAN THE LION AND ZOOL 2 310 00 

AMIGA A1 100 COMBAT INNOVATIONS PACK 
AS ABOVE WITH INTERNAL ■ S' HARD DRIVE 

A1200 2/127 COMBAT - 127 MB DFWE S» 00 

A1200 2.70) COMBAT . MO MS DHiVE 370 00 

A1200 2 340 COMBAT . MO MB DR'VE 770 00 

ADO A PlUS FOUR OP CHAOS PAC" * "OU WISH 
FOR HA Dp C«V( P«C'5 Pit AM PHONE 10 CH(C» 
LATEST PRICE AND AVAfABIL'IY 

AMIOA A 1200 2/0 LEMMINGS PACK 

WITH LEMMtMOS AND DELUXE PAINT 3 170 00 

AMIGA A 1200 LEMMINGS PACK 
AS ABOVE WITH INTERNAL 2 5' HARD DRIVE 

A12O0 2.127 LEMMWGS- 127 MB DRIVE . 47000 
AI200 2.200 LEMUMGS • 200 MB DRIVE 53000 
A1JO02.34OLEMM-NGS - 340 MB DRIVE 670 00 

PfOCCS INCLUDE LEMM1NOS AND DfiUQ PAINT 3 

•••VERY SPECIAL DEAL— 

ADD A PLUS FOUR OR CHAOS PACK 

WHEN YOU BUY ANY OF Th£ AMiGAS USTED 
ABOVE YOU CAN ALSO PURCHASE ONE I ONLY 
ONE) OF THESE AMAZING VALUE PACKS 

PLUS FOUR PACK 

I ELITE 2. BATMAN RETURNS. lEMMUGS 2 

4 CIVILISATION AGA) JUST ADO 2B09 

CHAOS PACK A 1200 

CHAOS ENGINE N>CK FALDO GOLF. PINBALl 
=ANTASY 4 SYNOlCATEl JUST ADD 18 00 



i * mm jUp 



mm* 




SPEEDBALL2 
6.99 



SETTLERS 

23.49 



ELITE 2 
18.99 



SKID MARKS 

17.49 




SWIFT TPMO JO -PAD FOR 
AMIGA ST TuRBOF-OEANO 
ALtTOfiRE 



FOR AM-GAST 
CLEAR BASE 
UICROSWTCHED 
WITH AUTOFIRE 

ii n 

OUICK3HOT I37F PVTHON 
.iij'Sr :- FOR AMIGA'S " 
AUTOFIRE 
MO 



JO'ST-CK FOR 

r 

CROWCHE0 

WITH AUTC* i RE 
IJ.BO 




SCORPION PLUS JO*ST10 FOR 
AMIGA ST ARCADE STYLE WITH 
TURBO FIRE 
I0W 



OUICKSHOT I20P 
UAVERCK l JOYSTICK 
FOR AMlflA ST 
AU'OFIRE 

, 11 .OB 



A600 S WHILE STOCKS LAST 

A0OO COMRuTER WITH MOUSE 
BUILT IN TV MODULATOR, 
i MB RAM E* PANDABLE TO 10 MB 
STEREO BOUND 
BUILT IN FLOPR> DISK P«lVt 
BUILT t, INTERNAL HARD DRIVE INTERFACE <iDEi 
AND I YEAR it-HOME SERVICE WARRANTY 

AMIGA A 600 MO LEMMINGS PACK 

WiTM LEMMINGS OElU'E paint 3. 

Fl GRAND PR«. PUSH OVER AND PUTTY 300 00 

OR AS ABOVE WITH AflOO CHAOS PACK 
CHAOS ENGINE NICK FALDO GOLF. PINBALl 
FANTASY A SYNDICATE. JUST ADO 10. 





MEMORY 

1 1 JM AMIGA "AM NO CLOCK FOR ASOO OR A500. . .17.00 

SI JH AMIGA RAM • CLOCK FOR ASPD OR ASOO- 19 H 

I <m AMC "-115 RAM UPGRADE . CLOCK 37 K 

• MR MOD RAM JPGHADE • CLOCK 4* M 

• MB PCMCIA UPGRADE FOR A600 OH AIMO 

PLUGS DIRECTiy INTO BMART CARD SLOT 1*9 99 

OMEQA * MB RAM FOR AMQA AIMO BOARO FITS "CO 
THE IRAPDOOB RAM E<P*N&ON SIOT UNDERNEATH 
THE COMPUTER DOES NO' VOO WARRANT. REAL 

TME CLOCK FULLY COMPATIBLE WlTM THE 
OVERDRIVE HlQH SPEED HARD 0**VE6 199 90 

OMEGA FPU . 4 MB RAM FOR AMIGA A'lW 

5PEOF<:»TiON A5 FOR C VH 3A BAM BU' WITH 

ADDITIONAL OSNI FLOATWO POUT LMT FOR 

M*'HS AND GRAPHICS ACCELERATION W99B 

LEADS 

AND SURGE 4 WAY 

MUU1PIUO EXTENSION 
PIWTECTSAGAOIST 
(LEC'RCAi SURGES 
SB 

ANTI SUR3E PLUG 




t; " 



► HLL'A'HEEL STEERING WHEEL 
(DIGITAL) 
-i. is )fO 
'JHlV >.G 
GAMES 

mm 

SATTEK 
MEGAGRIP : 
JOYSTICK 
FOR AMIGA 5T 
AUTOFIRE 
11 40 

SUPER PRO ZIP STICK 
JOVSTICK FOR AMIGA ST 
MiCROSVYVTCHED WITH 
AUTOFIRE 
1141 

BouisncK 
Hand held 

MICRO- 
SWITCHED 
AUTOFIRE 
10 M 

OUICKJOY JE' FIGHTER 
M'C^o-S.vrr.i-H 

A_TOr OE 

11 00 



OUK>5hOT -S5 AVIATOR 1 
'OUH FiRE BUTTONS, DUAL 

'LP: ED AUTOFIRE 

13 M 





OUICKSHOI 140 INTRUDER I 
OMNIOIREC TIONAl GM'P 
TWO FIRE BUTTONS DUAL 
SPEED AUTOFIRE 

ttoa 

OUICKJOV FOOT PEDAL FDR AMIGA OR BT 1100 



HI-Fl AUDIO LEAD - AMIG1CIU2 SI TO STEREO 

■ ' '. M£Tfi«:, , ■ i'-ONO F1JJ«| TO 1 • HHC^.I "LUGi. 

CAS ALSO BE USED '0 CONNECT STEREO VIDEO 

TO HI.FI. AND " - SEPARATES TOOETHER )M 

JOYSTICK SPUTTER CABLE FOR AWOA OR ST 
CCPISECTO ? JOYSTICKS TO 1 PORT 

ROeOSHIFT P.IERFACE FOR AMIGA OR ST 

PL UGS MOUSE ANO JOYSTICK WO ONE PORT ...DM 

PORT EKTENSON ADAPTOR FOR AMIGA OH ST 
IPACK OF TWOl EXTENDS BY 2' CM • H 

ANALOGUE JOYSTICK ADAPTOR FOR AMOA 
ALLOWS ANv IfcPOj K OvS'lCK 'O BE USED 

AITHGAME3 THAT FEATURE AHAiOOlC CONTROL 7 JO 

NUU MODEM CABLE ^CONNECTS 2 COMPUTERS 
FOR HEAD TO HE AO PLAYING ON CERTAIN GAMES 

SUCH AS POPULOUS. FALCON KNIQHTS 0« 'h£ BK* 

FORMLAA T GRAND PHI« AND VROOMI IN 

PRINTER LEAD (PAAALLELt 1 SMOTRfS - TM 

SCAR' LEAD - AAflOA COff TO TV WITH SCART WPUT 

REOUIRES TV WITH MAWlAt 3CART CHANNEL 9 99 

SCART LEAD AJAGA 10 GOLDSTAR TV . . O SS 

SCART LEAD AMOA 10 PHILIPS TV » 09 

SCART LEAD - AAAGA TO SAMSUNG i.K 

SCART LEAD * AA40A TO SONY TV 9 9s 

SCART (E*D AAAGA TO TOSHBAHTTACHI TV > 9« 

SCART LEAD AMGA 10 TV WlTM SCART MPUt 990 

TV LEAD - AMOA CO J? TO SvHS TV OR VOEO I SO 

MONITOR lEAD COIJ TO CMflBl! l JMS 999 

MONITOR LEAD • AMOA TQC * MM O> IQSAS 999 

rVOEC AMGA POWER SUPPLY (SPECIAL 

COOL RUNNING TRANSFORMER! * ■ 

COMPUTER CARE 

CLEAHWa HIT FOR COMPUTERS (WTH VACUUM) 17 90 
PU0!COVERFOHO3COlUA»i^iVTEI>.:;iEAR! 490 

DJSI COVER FOR AUTO CLEAR PVC1 A SO 

DUST COVER FOR AKO (ClEAR PVCl 4 90 

DUST COVER FOR ASOO OR ATARI ST (CLEAR PVCl 4S0 

PUS' COVER FOR MOKlTOR (CLEAR PVCl S>0 

U0uM"DL«inM*-l^eT0BTCRE'OURllOU6B ..*40 
CONTROL CENTRES 

PREMIER CONTnOi CtNTRF «C« AMI5A IMC 

i STEEL MONITOR IT ANO WITH EXTRA SHELF FOR 
FlTERNAl DISK DRIVE AND ACCESSORIES) » M 

PREMIER CCNTRCH CENTRE FOR AMIGA ASOO B» 
PREMIER CONTROL CENTRE FOR AMIGA ASOO V « 

DIGITISEHS SAMPLERS SCANNERS 

TEClHNOSOJND ruRBO 1 SOUNO SAMPLER 

HtA- I ll't *'_■*! f'F| ft''l«-'-.V-T..AH. 

AMIGA * MB RAM REOLARED MM 
VIDI AMIGA 13 (AOA CONRATIBIE CAPTURES 

COLOUR IMAGES FROM VTOEO MACHINE OR 

i AUCOHCEH COMPATIBLE WITH TAIL E 3 DELUXE 
PANT 4 AND MOST AH' PACKAGES) M M 

ZYOEC HANOV SCANNER FOR ANY AMIGA 

I0O-AOO OP- H«3M QUALITY PESOU/TION 04 
SIMULA'ED ORE-SCALES. INCIUOES HiGHl* 

ACCLAIMED DAA'ABCAI* PRO*ESSICPIAl • 

■OETWUtl PACKAGE MM 



OVERDRIVE HIGH SPEED HARD 
DRIVES FOR AMIGA A1200 

'T* FASTEST DRIVE EVER REVlEWEO BY Cu" 
35" QUALITY IDE HARD DRIVE. AVERAGE 
ACCESS TIME 12MS. STYLED T 0 MATCH AMIGA 
EASY INSTALLATION ■ PLUGS INTO PCMOA SLOT 
AO TOOLS AND i YEAR WARRANTY 

DOES NOT INVALiOATE WARRANTY 

OVERDRIVE irOMB EXTERNAL HARD DRIVE FOR AMIGA AI200 239M 
OVERDRIVE 310 MB EXTERN At HARD DRIVE FOR AMIGA A1200 
OVERDRIVE ?SO MB EXTERNAL HARD DRIVE 'O-l AMIGA a I 7'< 

OVERDRIVE MO MH EXIERNAi HARD DRIVE FOR AMGA A1300 310.90 

OVERDRIVE 4J0MH EXTERNAL HARD DRIVE FOR AMMiA A1300 170.00 

AMOUEBT III MB ElTERNAI HARD DRIVE FOR AMGA ASM ISMAIL BLACK BOXi 1MB 

INTERNAL HARD DRIVES FOR AMIGA A1200 & A600 

HARD DRIVES HIGH SPEED ? S' DR'VE IS MS ACCESS TIME iAPRHOXi 
1 YEAR WARRANTY KIT COMPLETE AIKJ EASY TO FIT DRIVES FULL' PREPAREO 
NOTE THAT OPENING VOL* AMGA MA' INVALIDATE THE WARRANTY 

64 MB INTERNAL HARD DRIVE 32K CACHE l CONNER) FOR AMIOA AIMO 1S6.M 

f-t MB IN1ERNAL HARD DRIVE 32K CACHE (CONNER) FOR AMIGA A60U OS W 

BO MB INTERNAL HARD DRIVE OAK CACHE I IBM I FOR AMGA Al 300 1 49.09 

SO MB INTERNAL HARD DRTVE 04K CACHE (IBMI FOR AM'GA AfU 149 09 



ALFA 
MEGAMOUSE i 
FOR AMIGA OR ST 
2&Z DPI HHiH 
QUALITY MOUSE 
II. 



EKLIPSE MOUSE. 
MtCROSWITCHED 

3WDDPI FOR AMIGA 






SCART TVs AND MONITORS 
Connect your Amiga or CD32 to o TV 
with SCART Input lor a pixel-perfect 

m on i lor -quality picture. 
goldstar ci14ao0 14 ' colour 
scart tv-monitor with remote 
control ano scart *rut on 
screen display. auto power off 
sleep timer, on twer child lock 

FREE SCAnT LEAD MM! 

iS'ati a»i>» 'on -»ii»AD"'rt 1 o" '• w vta 



SONY KVMI4O0 14 FST COLOUR iCARl 
TV 'MONITOR WTH "EMOTE CONTROL 
60 CHANNEL TUNING REAR SCART INPUT 
HEADPHONE SOCKET. TWO POSITION TILT 
BLACK TRINITRON SCREEN. LOOP AERIAL 

SONY KVU14D0 IGREYJ 104 09 

SON' KVMIaOOiWHITE) ... 19499 
SON'KVMU0!BLFASTEXT 344 99 

FREE 5CAH' LEAD 

5' Alt AMtjA On/ SI HI IiAI.'U'iC I OP 1 OR SNESl 



BLANK DISKS 

PACK OF 10 
DYSAN DOUBLE 
DENSITY J.r 
DIDKS ■ CASE 
WITH LABELS A 
FREE PLASTIC 
FLIP TORLXSK 
BOX MO 



PACK OF ta D'SAN DSDD DiSKS 

WITH LABELS ..tt-M 

PACK OF 10 TDK MF-TOOir DISKS 7.00 

DISK BOXES 

OISk BO« 3 r 1110) lOCKABLE 0.00 
OELUXE OISK BOX 3 5' (SO) 
LOCKABlE C VIDERS 0.09 
OISK BOX i it-i PLASTIC FLIP TOP 2.40 
3 5" DISK HEAD CLEANEH 4 49 
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MEO'A LIFE FILE 

I'.HAWEI SIA.'-AK I 

looas-oiSKa ism 

20Q 3.5" OtSKS 1S.M 
30CO-I IS.OO 



□ 





MICRO VTTEC 1419 

MULTI S'NC MONITOR 

FOR AM'GA A 1 30G A4OC0 OR PC 

:OM> .E-E WITH STEREO SPEAAERS 

0.20 DOT PiTCH RESOLUTION 

IS PIN RGB D-N PLUG 

AMIGA ADAPTOR PLUG INCLUDED 

SUITS ALL AMIGA AGA AND ALL PC 

SCREEN MODES TO SVGA. 

1 YEAR WARRANTY 



DISK DRIVES 

EKTERNAL 2 5' DISK DRIVE FOR AN« 
AMIGA WITH SONV.CITI7EN DRIVE 

MECHANISM BOOK FORMATED QUIET 

HIGHC-JALITV SUM LINE DESIGN. 

CXUOUfl MATCHED METAL CASE 

AND LONG RE ACH CABLE SIM 



ZVDEC INTERNAL 3 5' OSK DRIVE FOR AMIGA ASOO OR AWC- 
"EPLACES E«iS'««G DRIVE ( INVALIDATES WARRANTY! 



49 M 



AMIGA A40OOV030 4/214 4 mb ram expandable toiOMB 

7 14 MS IDE HARD DRIVE FAST MOTOROLA 6*WEC RUNNING AT ?S MHi 

SPECTACULAR GRAPHICS FEATURING NEW AGA CHIPSE' ItS.CKK 

COLOURS ON SCRf EN 'nr*l PAIFTTF OF 10 7 MULUON WlTM DELUXE 

paint iv aga wordivortm 7 aga amd oigita prrnt manager 

:;asbeusedwithan»scarttv i 'Ear on-site warranty 9*19- 





JOIN now from just £4.00 
UAD Special Reserve Magazine 

48 Page colour club rnagulne wnl bwonlWy to members 
only Trie latest Reviews Chans & Release ScnoOulo 

CHOOSE from our Huge Selection 

Dims. CD s. Cartridges, Utilities. Educallon, Homo Office. 
New Technology and Harov.are 16 Page colour catalogue 

Wfat Best Possible Prices 

Just one purchase from Special Reserve will normally 
save you the cost of joining. Top discounts on al products 

SAVE with our Special Deals 

Amays hunoreds of Special Reserve Offers Top games at 
^ prioos you wont bollewi anfl haioVare tl amaong reduclions 

SmUOU with our XS Coupons 

V Money -off coupon* worth over 1 1 80 a year off top games 
w You'll find inem on the back page of eocn club maga; no 



- I 



» v 



AND ma our FREE competitions 

Six reasons why o*« 200,000 people have |olned 
Special Reserve, Ihe biggest games dub In the Worldl 

We only supply member* but you can oroer as you join 

Just send m the form below or phono. There's no obligation to buy 

0279 600204 

OPEN to 8pm DAILY or by Fax on: 0279 726842 
FREE 16-PA(5e COLOUR CATALOGUE - JUST ASK 



OPEN toam T» Spo. SEVEN DAYS A WEEK' 
CHELMSFORD - 43 Broomlleld Rd 
juit around trie corner from the bui list I on 

SAWBRIDGEWORTH - The Mailings 
200 yards from the train elation 
SUPER NINTENDO WlTM STREETFK1NTER TURBO AND 1 PAD 00.00 

MEGADRIVE 1 WITH FIFA SOCCER ANO TWO PADS 114.00 

HEQA CD 1 FOB MEGADRIVE WITH ROAD AVENOER 100.00 

MEGADRIVE 2 WITH SONIC 3 ANO TWO PADS - IWJO 

MEGA CO 2 FOR MEGADRIVE WlTM SEVEN GAMES _ -334*0 

ATARI JAGUAR 64-BIT CONSOLE WITH JOYPAD ANO 

CYBERMORPH GAME GENUINE UK VEHSIOM _ 

GAME GEAR WITH SONTC 1 AND FOUR GAME CARTRIDGE 

MAINS ADAPTOR FOR OA ME GEAR 

ATARI LTN1 2 WITH BATMAN RETURNS. MAINS ADAPTOR ANO CASE 
MAINS AOAPTOn 'OH ATARI LYNX OB LYNX 2 — „ — .— 



GAME BOY WITH BATTERIES 

GAME BOY WITH SUPER MARIO LAND AND BATTERIES 
OUICRSHOT SUPERVISION WITH CHY5TBALL 

Ml MBit. SHIP HIS 0 MONTHS OKI TIM 

Ml MM! SHIP MIMB1BSHIP 

mmMMMtt 4.00 7,00 

OVtftSUSKMlMlttS 6.00 9.00 

OVIESUSWOIIDMIMIIK too aw 



BfOJH 

...74JN 

B« 

.0409 

.-.**0 
3999 

...07*0 

....10*0 

tWO TIAIS i 
fill MID I 

14.00 

1800 
IJ00 



WE ONLY SUPRlV MEMOERS BUT YOU CAN ORDER AS vO'J JO*. 
Ailprxat ma VA' «ra to™j»*c UK mai~*(^l Sb* dm* t* i>0»( Htm km 
mwi lunnitga* W« hjpcIt Ni*iih o-*«n id UK <**t**m iWm in, 
(PLEASE PRINT IN BLOCK CAPITALS) KEEN 



N I rf B 



Postcode 



PtMrw 



Enler memDersrup numboi 
"SHIP FEE (A 



Machine 



cable) or 
AL UHLOCJ 



item 



km 



'1C' n . 



ALL PRICES INCLUDE UK POSTAGE & VAT 
OoqueP 0 .'Accmlitisiorcara'SwicnVioa (Switcn Hsu* N0_ 
ConJ e»pry Oate Slonaturo 



Cheques payable to! SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World) 

Software orderi please add t? 00 pe« item. Non-software Items 
pieaoo add 25V Hardware Itema ■upplled lo UK mainland only. 
Overs m* orders must be paid by credit card. 



O-lmi iCcJt"*«0on1W»>pi own V» 'v—y i 

We Hli game* and iwlpheraU all at amiMing pneo? io> Megadrlve, 

M*j'Cft M*.l«Sy*l.m Game Gear Supei NES QOmOfMll NH 

Lyn». Amloa. Atari 5T. PC. CD ROM, COI, C03? and Apple Mac. 

Tnai'at'i IBM Mfmu MM ™»y iw )• oa awatMBM 
Pttt^aa (->.«"• >am ci" dj/t VKQQ4 to Owe avatuittri nin jnwoog 

W. v. ryj i_ .<*«nN M UtonHfmi i arm .n-*ei n i- 

PO1C6S COWIEtT AT TtJtO' 0ON0 TO PRFiS t.fl 94 E I0E 
irap UMana* HO 1 ho-Pt Sod M*i-fla Ham CM? I 9PQ 
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Special Moment: The 
finish. Believe me. 




Event: The 1000 metres Kayak 
Qualify: Complete the course in 
under 1 minute, 42 seconds. 
This is the most uninteresting of 
all the events and is as simple as 
they come. You basically have to 
work your way through a fairly 
boring course, avoiding rocks and 
river banks, as well as steering 
through ten flagged gates. Push- 
ing forward makes you move for- 
ward, while left and right make 
you go, er... left and right. (God, 
that was almost as interesting as 
Boot Sector — Simon). 



f* i 



Special Moment: If you're really crap, the player will 
around at the end of the round, shout a few obsceni- 
*■ ties, and then shoot you a couple of times — shatter- 
ing the screen. Fan-tastic! 





Event Skeet Shooting 
Qualify: End with at least a SS 
percent hit accuracy. 
This is one of the more interest- 
ing events, though still remain- 
ing nice and simple. All you 
need to do here is move the 
cross hairs around the sky with 
the joypad, shooting the clay 
disks as they launch from either 
your left or your right (and 
sometimes both at once). You 
only have one shot per disk, so 
you need to time your shots 
carefully if you're to end with a 
qualifying accuracy rating. 



Event: 100 metres sprint 
Qualify: Complete in under 
12.1 seconds. 
Hardly an event that needs 
describing, the 100 meters 
sprint is a straight, no holds 
barred, joypad frenzy. Line 
up against your opponent 
and once you hear the 
starter's gun. hit the red 
button and then 'run' with 
the front trigger controls as 
fast as your little fingers 
can manage- It's rare that 
you'll beat the CPU. but 
qualifying should prove no 
problem at all. 



Speci.il Mo". Hulk 
making a guest appea 



Hogan 
ranee 
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Special moment: Missing the target and murdering a 
girly botanist. Ha! 



Event: Archery 

Qualify: Score at least 42 points 
with six arrows. 

This is, without a doubt, the best 
event in the entire game, and the 
only real part of the product that 
looks vaguely like it needs to be 
on a CD32. You view the event in 
first person perspective (i.e. 
behind the bow) and set the 
power of the shot by freezing an 
animated archer in the bottom 
left. You then have to click onto 
the bottom right target, which 
wanders around in a random 
wobble, and as long as you've 
taken the wind direction into 
account, you can release your 
arrow. WHOOSH! Yes, in superb 
Prince Of Thieves style, you fly 
along as the arrow itself; the 
trees whistle past and it's all 
very exciting. 
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REVIEW 
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THE VERDICT 



Publisher: Flair 
Developer.' 

In-house 



£19.99 Out Now 



Not Hard dh* irtstalUbU 



Joyp*d 




* 77% 
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Event: 200 metres dash 

Qualify: Complete four laps in under 42.5 seconds. 
This Is very similar to the swimming event people might remember 
from Hyper Sports, being nothing more than the 100 metres, but 
with added 'breathing*. The turns at the end of each lap are auto- 
matic, leaving the player to worry about diving in after the starling 
whistle has been blown, and then 'running' as fast a possible — 
remembering to breathe whenever the speed meter turns red. 





























Event: Long jump 

Qualify: Need to jump at least 6.5 metres in three attempts. 
Again, this is standard fodder to anyone vaguely familiar with the 
sporting genre of computer games — with the good old 'angle dis- 
play' in the corner, and the speed bar up the side. The basic aim 
here is to pick up as much speed as possible, and then to hold 
down the red button until the 'angle display' has climbed to the 
desired, er, angle. When the button is released, the competitor will 
(hopefully) jump as required. This takes a bit of practice as you 
need to start your 'angle preparations' quite a bit before the line. 




There's a good chance that this will appear at a 
budgeted price for the standard Amigas around 
July time. I doubt there will be too many differ- 
ences, but — hey — who am I to say? 




into shoot- 'em 
W is marked 
wii a^DNtn4 blasterTWhig for 
the sternest gamer to tackle. Andy 
wvldcs in with both flippers. 




Spen Svardensvart looked out 
an his beloved Earth ant 
sighed. He knew that thl 
beautiful world was under threat 
from* Styx, the mind-numbingly 
awful mid-70s American 'pop' sen- 
sation (no. that's the wrong Styx. 
This isfhe Styx Empire, terrible aliens 
capable of appaling brutality — 
Simon) Anyway, the Styx lead 
singer... er, emperor, Blardax Mdl- 
drear, reckoned that because Earth 
had not yet suffered at the hands of 
any loter -galactic crazy dictators, rf s 
about time it did. 

this isnt the Earth we know. 
There<bave been no world wars, and 
the lack of any other serious trouble 
(bar ^ome pretty hectic squabbles 
over queue jumping at bus stops) 
meant, that the Earth's military 
forces hadn't developed anything 
more frightening than an umbrella 
with a pointy end and a propeller- 
powered fighter plane. Though 'a 
good fhing" as far as world peace is 



lookC) ® 




p 
m 



ec doesn't just have end-of-level baddies, It has 
es all over the place. Each level has two or three 
:ases which need more than the usual number of 
s to destroy, but these huge bombers are Just a 
for things to come. 
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rhe desert past the climate barrier is a dry, dusty Hardware-style scenario, 
where rusted-out war machines use you for a long-forgotten target prat- 

V lice. Colonies of sand-dwellers still exist around here, apparently, and 
\ presumably they think you're the enemy because they fire at you 
1 there was no tomorrow. Obviously rrwid. As Mahdit. 
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concerned, this lack 
of aggressive fire- 
power looked like 
making any inva- 
sion by alien killing 
machines... well, a 
bit of a pushover. 

And. so. with the 
awesome hardware available to Blar- 
dax it looked like Earth could soon 
be in his power; those beautiful blue 
seas, those lush, green, forests, and 
those long, golden beaches (C'fhe 
One Tenuous Links 1994). 

Sven (or "you", as it transpires 
rather unsurprisingly, that you must 
take the part of the hero), pulled on 
his helmet and climbed into his air- 
craft. He knew that the situation 
called for action, and 'action' of the 
hottest and most violent kind was 
exactly what was coming to the vile 
Blardax. It needed 4 skilled Individu 
af, a versatile aircraft, and a mind so 
fearless that even the Phreenian 
Foot-Toad would cower pathetically 
in its presence And, hey. without 




the dynamic er... Welshnosity of 
Andy from Trie One, Sven just had to 
do it. Alone. 

As we join the action, Blardax has 
positioned his fleets in four key 
areas: The Atlantikan Ocean, Styx 
City (renamed after the takeover, 
obviously), the Arctic Wastes, and 
the Aridone Desert. Sven's mission is 
to utterly and completely slaughter 
the Styxians on his planet, and then 
room off into space in search of the 
Styxian's revolting home world. To 
complete this last mission it's neces- 
sary to modify Sven's aeroplane, to 
add the cr... bits necessary to make 
a ship fit to reach the stars. It's a tall 
order, but Sven enjoys nothing more 
than a challenge... 




REVIEW 




This is how you begin the game, flying across open seas and picking oft ship 
after ship, which gradually become larger (that's different successive ships, of 
course. They don't grow Individually.) A few planes make their entrance at 
this time too, but they're pretty furtive and shy, and hence easy to blast.'' 



In the Arctic you naturally have to 
cope with igloos and their 
inhabitants. These are crazy Eskimos, 
though, who would (and indeed do) 
explode their homes in the hope of 
catching your 'plane with a heavy 
shard of ice. These are particularly 
decent explosions, incidentally — so 
good that you sometimes forget that 
they're killing you as you stop to 
admire them. 
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X it* 
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Heavy-duty engines pull mortar launchers sideways Into view, so It's best If 
you can get rid of the engines first. If you don't, then you have to d 
with the added morler firepower - and then the going gets vacevdi 
tricky. Vou have been warned. 
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GUNS ' 



All good shoot-'em-ups have a 
variety of pickups to tag onto 
your original pea-shooter. Let's 
fill some space by looking at a 
few of them, shall we? 



DOUBLE SHOT 

Self-explanatory. Two shots 
instead of one. What, are 
you thick or something? 

TRIPLE SHOT 

Now, think before you ask. 
Double shot Is two, so 
what's Triple shot? Yes... 

45° SHOT 

Shoots at 45° angles 
(strangely) as well as 
straight ahead. 

SIDE "SHOT 

Er, shoots sideways. God, 
what's the point? (Yes. 
exactly — Simon) 

MISSILES 

More potent than ordinary 
bullets, but fire less 
frequently. 

HOMING MISSILES 
Like Missiles, but home in 
on nearest target. Makes 
your ship rock hard. 

BOMBS 

Look, it's a bomb, isn't It? 
You wouldn't want one of 
these down your pants. 

SMART BOMBS 
Good-looking versions of 
bomb... oh, all right. Mega- 
bombs that kill everything. 




SPEED UP 

Increases acceleration and 
speed. In a tight spot? Get 
on of these. 

Gives one extra Loop. 
Enables you to get out of 
trub by looping-the-loop. 

The best thing ever. Adds 
another craft to your dwin- 
dling line up. 

EXTRA SHIELD 
Gives you a massive 
amount of shield, and a lit- 
tle bit of invincibility. 



Does nothing except add to 
your score. Only useful if 
you fancy yourself. 

FIREPOWER 

Gives your weapons that 
added "oomph", so they 
kill better and faster. 

BUILD UP 

Adds power to the craft's 
functions. Collect three for 
a super killing machine. 



REVIEW 
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If you happen to have the cheat-mode activated (see Kill 2one in a 
months, gore-fans) you might witness the odd civilian — and even k 
for extra points, if you're lucky This one was a mother pushing a pram: 
don't worry, Mr Moralist, the baby can't be killed (although its mother dies 
horribly and lets go of the pram, which continues to roll precariously dow 
the street...) 
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REVIEW 




THE VERDICT 



Level three takes you across the spectrum of climates from Arctic Waste- 
land to hot, arid desert. Separating the two is what Core cells the "climate 
controller", e structure which apparently prevents hot air travelling the 
couple-of-hundred yards over to the cold bits. Seems an unlikely scenario 
to me. but then this is supposed to be 1999. er. five years into the future. 



Ah. now this is what I call an end- 
of-level boss. The giant crane is a 
real sod to beat, simply because 
he has the entire screen covered. 
Vou know that usually there's a 
place you can hide, where you 
can't be killed? Not here, there 
isn't — and this is only level one! 





In level two the objective is to 
find the equipment which can 
make your aircraft space-wor- 
thy, and the city guardians 
aren't giving it up lightly. This 
is suburbia, a place which the 
Styxians have managed to 
make their own already. Troops 
mingle with civilians, and so 
you'd better watch out just 
you're shooting. 
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Memory 
2Mb 



m m 



al 90% 



The Amiga was at the back of the 
queue when the great Gaming Cod 
handed out mindless shoot-'em-ups. 

Apart from the odd notable excep- p„b»»ner. Core Desigr 
tions, Xenon 2 and SWIV, Amiga ?n-houTe 

gamers haven't really had a chance to — 

„ , ..... £29.99 Out Now 

relive the old day? when It didn't _ 

seem out of place to break a few joy- No * HanJ Ditk installable 

sticks in the name of a good blast. joyitck 

Core Design, not always the re-writer i 

* Mvmory I Disks 

of history books but usually a purvey- JMb 5 

or of quality games, has come up with 1 1 1 Ij VU-Bi 

a blaster to test everybody's fire-but- A fll 07 

ton finger with Banshee. The game's <jf j I (Q 

a great roller-coaster ride to hell, and b^L^Lb^H^LW 

it takes every ounce of concentration DA 01 

to keep the cool-hand and clear head 00 /fa 

even for the most hardened game- fTITTTTTTlTTl 

player. Things happen quickly to pre- ^ I f%f%*m 

vent you from thinking too hard about Jjfl UN A 

playing the game: instead you must yyyyyyjj^yj^ 

rely on the speed of your reflexes and i 

the indestructibility of your trigger ^ Hi/ 

finger. Core has taken the decision to ' 

make Banshee an AGA-only game, . 

'IlEKlliL 

which means that A5O0/6OO owners A A ST1 

will miss out, but it also means that U \ / 

A1200 and CD32 owners get the kind (J J fQ 
of game which you don't come across A 
very often. One that's graphically excellent, 
that uses the speed of the machines to throw hundreds of 
enemies on-screen simultaneously with no slow-down, that 
adds in a second simultaneous human player for two-play- 
er teamwork, and really works the sound chip with stun- 
ning FX and throaty aeroplane drones. The sheer number 
of enemies means that the going can get really tough, but 
at the end of the day (Brian) you know that If you get 
killed, it's your fault — and not some frustrating situation 
which even a master gamer couldn't get out of. The two- 
player mode really brings in a whole new dimension to 
Banshee. Each player receives separate power-ups, so 
there's no competition save as to who makes the most kills. 
Each player's energies are concentrated Into wiping out the 
enemy, and that makes for a brilliant game. They'll be talk 
ing about Banshee in years to come. 



II B5% 

mini 

89% 



CD 32 



A5/600 



The CD32 version of Banshee will probably have 
two small sublevels to add to the ones already 
there, and maybe garnished with a bit of 6-chan- 
nel sound. If the two AGA versions do well, then 
maybe we'll get an A5/600 version. Let's hope so. 



It took a while to work it out. but i 
eventually I realised that you can't 
fly past the tall parts of this 
bridge. I'm not just being thick, 
you understand; there's no warn- 
ing that the bridge is potentially 
lethal, it just kills you. To death. 
Then I realised that each level has 
high structures which you must 
avoid: church spires, canyon sides. 

that sort of thing. 




IF YOU WANT TO REACH 
OVER 47,000 ACTIVE AMIGA 

GAMES PLAYERS WITH 
LOTS OF MONEY TO SPEND 
ON YOUR PRODUCTS ! 
THEN CALL MARIE 
LAWLOR ON : 
071 972 6700 



Aardvarks 'Computers 

CD32 Games 

1 1 The Makings Ainu Road, Rdtlicrlum.Soutli Yorkshire S60 2|A 
Tel :(0709) 837 488 10am - 6pm 



ALFREO CHICKEN... .£20.95 MCR0CC6W Q0S5 

SECIA L EDITION EI2.95 OVERKILL/ LUNACY £535 

ARABIAN KNIGHTS. .£12.95 RYDER CUP £2535 

D/GENERATION £20.95 SLEEPWALKER £2535 

DEEP CORE £20.95 TROLLS £2535 

DONK £25.95 WHALES VOYAGE £2535 

FANTASTIC VOYAGE „£30 95 PROJECT X £1039 

JURRAStC PARK £28.95 TPJC £3035 

LEGACY OF SOBASIL ..£20 95 DeeCBKFTHECROViN_E2595 



JAMES POND 2 £25.95 

LABRYINTH OF TIME ...£3035 

ZOOL £25.95 

LTTIL DIVIL £25.95 

MEAN ARENAS £25.95 

MORPH £25 95 

PINBALL FANTASIESE27.99 
SBfW F9XC£R9a33 £1995 



LEGACY OF SORASIL .£2095 DEFEfCEROFTHECROViN_r2595 SOCCER KID £10 95 

LIBERATION £30.95 DEMO CD 2 £18.75 URIDIUM 2 .„ £20.95 

LOTUS UIRBOTPJOLOGY £2535 UTOPIA 2 {K240> £20.95 
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Advvnlnrvs, Pu«?.lcrs,P1fltformcrs,Sport*. 
Sho«t-rin-u|w,Benl-eni-ups Strutcrgy 
ETC.. Murr Ganwi than You'll Ever Need!!!! 

Some of these Games Were Sold At More Than £20 Koch! YOU get 
LOT For Less Than £20.00!!! 

This massive Compilation of FANTASTIC Games Should Add At Lei 
£100.00 To the Selling Value or Your Computer!! 
YOU CANT LOSE!! 
Don't Miss Out - Order NOW FROM: 
FUTURE SOFTWARE (CU) 
Dept A, 8 Magnolia Park J)unmurrv3elf«st H I 17 OI>S. 
ALL AMJGAS - FAST DESPATCH ON ORDERS - OVT.RSEAS ADD £2.00 



dipt TH05SC Unit 3, Cr#*» K«y* 
Shopping Mall, St Naots, 
CtjmbrleJejoiMr. P1 10 2AU 
■l^'PHONE ORDER LINK: 090S 379SSO 
FAX: OO08 277142 
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IDIR HOTLINI 
1908 379551 



DS/HD 



50 • £16.00 50 • £22.00 

100 -£30.00 100 -£40.00 

250 - £70.00 250 - £90.00 

500 - £1 35.00 500 - £1 70.00 

1 000 - £255.00 1 000- £320.00 

All Our Disks Include FREE Labels 

We will not be beaten on Prices 



50 - £10.99 
100 • £20.00 
250 - £45.00 
500 - £85.00 
1000 -£150.00 



Please mati» itwquei and PO. payable Iv 
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QUALITY AMIGA PUBLIC DOMAIN AND SHAREWARE SOFTWARE 

F1 LICENCEWARE MISC P.O. 



f IOC 1 WagnumPro £3399 
F100?Crtc*aiCraiy £399 
HOT! «a»»rn»ml»nTo*('tt CUB 

MDfMSM«FuniFa«(liMyMrW £3.99 
F1005 M Mu*tc Vol I £399 
F10H BUchDoiifl WO I? DtWl £4 99 
f 1007 rtirrrwe AGA Or*/ £3 99 

FiOMIM Rainy D«Db* 090 
F1010 Karate Muiir 1.5 IArj. £3.99 
lion IFF Vecior Ball Detonar £3 99 
F'OI2 0blll«lh«(AiCfl«J DM 
F10I3 Ihrough Ire Reo Door C3.99 

fioniotiiim an 

MQifl Art Scnool . £3 99 

f 1018 Relict 01 D*l0ron*y«4 d<sh £6 99 
F1019 Tocrw'fi' Go £3» 



MOW THUS MAILABLE ORDER 
CATALOGUE DISA FOR QfTAUEO 
DESCRIPTION OF EACH DISK 



Cvnpku Rul* AGA Oemo 
Own Mr id ModiMs io) (y.i 
Dicker Journal Special 2 |p) (y) 
Grapevine No 19(3)(»)(Y) 
fr.pi verts 0« M*o <P) (V) 
i *rnn iB ua Moot No 2 |P> fll 
Sanly Scala AGA Oamo 
EbcTtKlH 2 Mffl ArwnjDan |P| Oft 
TM KM AGA Demo 
UuHbuUei AGA Demo 
C(*W> TtU AGA Demo 
P*raorr Hypnosi* (?) AGA 10O\ Vmwn 
IMow GnHw va 2 AGA MuK Dt» 
A-Z64Iunai (4 Data) (P| (V> 
HJ) CCara 1 Mm ONrMH Orwi ono 
Ui>5en0tk5aMi (Plfft 
TaThaOalhAGA Kmda pan* 
*.AGAFWwmG»ini 
WSAGASUh(E> 
Sr«JAna>»AGA(V| 
S»»taAClASn»(?) 
Wortirtumfi Mflfli SOtt(P)m 
Enemm Pta s AGA 
Conned * Garni 
Onto AW C» Son <«) 
WbtChaOBiS'l 

tXb HDMoOftflWi 

CD32CPTVPaU« 

AG* Val I (lew AdcatvB LOiat&l 

WBIta("JiHI**wWBFta 

«n>FWPti ( «GAa»y 

mefflw Watar ID Water Garni 



NOTHING BUT AMOS 



I )LSK MAGAZINE 
ISSUE 6 NOW 
IN STOCK ON 2 
DISK £4.50 
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GOLD FISH £26.99 
DOUBLE CD FRED 
FISH 1-1000 



17 BIT COLLECTION 
DOUBLE CD PACK 
DISK 1-2301 
£36.99 



17 BIT CONTINUATION 
17 BIT DISK 2302-2800 
ASSASINS GAMES 1-140 
£18.99 



AMINET VOL 1 £20 
AMI NET VOL 2 £18.99 
CD Contains 

Demo/games /TG/Modutes 

DEM0CD2 
£18.99 
Contains DemosMmatlons 
games ETC 



P0 GALORE 
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culie<l "nimiliiim all tin In run from 
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only £13.99 




Ahh! Feel that gorgeous sea spray on your 
face. Smell the seaweed rotting under your 
flip-flops. It really makes you glad to be 
alive — a bit like all the updated games cur- 
rently appearing on the A1200 and CD32. 
Grab a bucket and spade as Matt and Andy 
frolic in the frothy berm. 

Fire & Ice 

CD32; Renegade 
£24.99 



Oh. I dunno — I 
mean what can 
you say about 
platform games 
these days? Eh? 
Either you take 
the view that a 
platformer, well 
made, can hold 
its head high 
with the best of 
them; or you can 
slate them all for 
being too samey. Personally, I like to 
take each platformer on its own mer- 
its: take Rainbow Islands, Soccer Kid. 
Arabian Nights, and the Mario series 
on the Nintendo as examples. Good 
games all, no? 

Fire & Ice CD32 is undoubtedly a 
good platformer. Forget the splendid 
graphics, the assortment of cute ene- 
mies, the multi-level parallax, and the 
excellent CD soundtracks, because 
even when stripped down to the bare 
knuckle it's still a great game. After a 
few plays I was cursing Graftgold for 
leaving the jump button as up on the 
joypad (the dreaded "up-to-jump" 
scenario upon which I tend to wax 
lyrical from time to time) but thank- 
fully I found that they've included an 
option to change jump to one of the 
separate buttons. 

The different worlds of Fire & Ice 
correspond to different climates — 
hence "Fire" and "Ice", see? Begin- 
ning on an Arctic world, where every- 
thing is slippy-slidy and avalanches 
are common, the controls seem diffi- 
cult and fiddly, and jumping between 




platforms is quite a delicate test of 
your pixel -perfect ion. This isn't a 
great world to begin on. really, 
because it's one of the more difficult 
— but presum- 
ably if you can 
get through this, 
you can through 
any... blah, blah. 

Cool Coyote 
("you") goes 
through the 
game armed with 
an infinite armful 
of ice pellets. 
These are great 
for freezing the 
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enemies so that you can dislodge 
them and pinch their keys; which (of 
course) you need to get through to 
the next level. Not all of the enemies 
carry keys, though, so you really need 
to search through and kill everything 
that moves to be sure of getting all 
the keys you need. 

In true plagiaristic platform praxis, 
the next world is rainy and cold — 
North Wales, to be precise — while 
we're next treated to an underwater 
scene and a sunny clime 
respectively. 

The game's long 
enough to be a challenge, 
the controls are responsive 
enough to suit the CD32 
joypad, while the enemies 
and graphics are varied 
enough to keep your inter- 
est longer than, er, not. 
So, there you have it — a 
decent game, really. [AN] 

Overall 86% 



Tornado A1200 

Digital Integration 
£39.99 

The chances are. if you've got an 
A1200, then you play games on it. 
Hardly surprising, because you're 
reading Britain's 
Biggest and Best 
Amiga Games Maga- 
zine, but let's take a 
closer look at the 
games you play. Possi- 
bly platform games 
(after all, there are 
enough of them 
around), shoot-'em- 
ups, driving games... 
ooh, everything, really. 
Except techie flight 
sims. perhaps... 
You see, the Amiga 
doesn't like flight sims. 
Everybody knows that it's capable of 
blinding arcade games, but flight 
sims are the gremlin in the machine. 
The original A500 version of Tornado 
received a mere 43 percent from a 
certain M Broughton; not because of 
its lack of technical detail (there's 
loads of that), and certainty not 
because of its lack of accuracy 
(though without 
actually going 
"up" in a Torna- 
do, its hard to 
know). No, Tor- 
nado was consid- 
ered, er, rubbish, 
because it was, 
and indeed is, 
crawlingly, snail- 
ishly, achingly 
slow. The details, 
even when the 
majority of the 
frilly bits have 
been disabled, 
are just too high 
for the poor little 



Amiga to cope with. Playing the orig- 
inal game on an A1200 or an A4000 
is quite a nice experience. Although 
you need probably, ooh, 20 fingers to 
operate all the keys and the mouse 
simultaneously, once you get to grips 
with it, the game becomes a pleasure 
to play (as long as you keep that pro- 
peller firmly strapped to your head). 

Contrarily, we now have the actu- 
al A1200/A4000 specific game. It Is 
enhanced, which is commendable, 
but sadly the enhancements only 
serve to slow it down even more than 
before. So, with all the glittering 
additions, 256-colour graphics 
(although it looks more like 32), bet- 
ter sound etc etc, it still runs like a 
dog with three legs, and to get any 
enjoyment out of playing it, you real- 
ly need to switch all those bits off. 
Not so good, then. 

The fact that it's hard drive-only is 
definitely A Good Thing"", because 
playing this from floppy would be a 
crippling experience. From hard drive 
the presentation parts of the games 
flow by smoothly and dreamily, but 
if s just a shame that the speed of the 
actual game lets it down. A real 
missed opportunity, then. [AN] 

Overall 53% 
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CHUCK ROCK 2 
Son Of Rock 
CD32 

Core £29.99 

Chuck Rock is a troubled bloke. As a 
successful business man. he now 
faces a number of rivals, each striv- 
ing to own a company as profitable 
as Chuck's car factory. Unfortunate- 
ly, one of these rivals — Brick Jagger 
(groan) — has decided to take mat- 
ters into his own hands and has kid' 
napped our hero. Fairly obviously. 
Chuck's family are horrified — in par- 
ticular Chuck's young son. And so, 
grabbing his trusty club and breaking 
out of his crib, 
the young Rock 
sets out to rescue 
his flinty Pop. 

Chuck Rock 2 
Son of Chuck — 
is an inventive 
platform / arcade 
game. Using 
some of the most 
innovative char- 
acters. Son of 
Chuck manages 
to combine puz- 
zles, cartoony 
graphics and 
some excellent 
samples in one 
very, very, silly 
game. 

You basically 
have to make 
your way through 
a number of themed zones — water- 
falls, jungles, caves etc. — tackling 
guardians and relevant prehistoric 
monsters along the way. You're 
armed only with a club which can be 
used to smack anything that gets in 

^^the way. but which also doubles 
^ as a handy step-up to siuff set 

rj^B just out of your limited reach 



As far as CD32 intros go, this certain- 
ly has the most professional cartoon 
sequence I've seen yet, with an excel- 
lent American-style voice-over taking 
the viewer through the history of 
Chucfc Rock and his recent kidnap. 

The CD sound quality continues 
throughout the game, with some 
jazzy little tunes (that double up as a 
very effective way of annoying Andy, 
incidentally) and a host of sampled 
squeaks and squeals. 

The graphics are colourful and 
bright, with a fair old number of par- 
allax levels happily doing their thing, 
and there are loads of weird and 
wonderful baddies to get your club 
into, including men dressed up as 
dinosaurs. No, really. [MB] 




BRIAN THE 
LION A1200 

Psygnosis £25.99 

I was the lucky lad who reviewed 
Brian The Lion and though it earned 
a fairly impressive 82 percent, the 
game never really broke any new 
ground. Despite a combination of 
standard platform concepts and a 
few Snes Mode Seven effects, Brian 
The Lion was fairly harmless. Well 
time moves on. and Brian has 
returned to try and impress us again, 
only this time with an AGA version. 

BTL does have a plot, but one that 
was only just worth mentioning the 
first time round, so let's just skip that 
and talk about the way the game 
plays. You are Brian, a lion in Bermu- 
da shorts, and your job is to work 
your way across a number of levels. 



ideas) and he's not above taking a 
vicious swipe at anyone who gets too 
close to his wicked-looking claw 
Brian can climb into smiling clouds, 
where a special shop offers such 
scarce items as super spring jumps, 
extra hit points and lives, as well as a 
'large roar'. Once purchased, Brian 
can be wound up, by holding fire in 
an R-Type way, and released upon 
any unsuspecting baddie in the area 
If they're little they'll die, and if 
they're big they'll pap their pants and 
go into shock just long enough for 
you to move in for a swipe with the 
old claw. 

Back in Feb. one of my main criti- 
cisms of Brian The Lion was the lack 
of character displayed by Brian him- 
self and the dearth of originality in 
the game as a whole. Sadly, Psygno- 
sis hasn't changed Brian or the game 
itself but — for what it's worth — 
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complete with hidden areas and 
guardians. Each level is filled with 
standard platform scenery like rope 
bridges, nasty spikes, lethal snails etc. 
and Brian will have to use all his abil- 
ities to get across in one piece. 

Brian isn't as soft as he looks, 
(which is pretty damn soft I can tell 
you). He jumps on people's heads, 
(where do they get these original 



there are more colours, more sound, 
and more parallax (which do make it 
easier for you to judge jumps over 
empty space). 

It's all very pretty, and if you like 
simple platform games you'll proba- 
bly be satisfied with BTL, but don't 
expect to be amazed and stunned by 
it on the A1 200. [MBl 

OVERALL: 79% 



Son Of Chuck really is quite good, 
and though the gameplay seems a 
bit easy at some points, once you get 
to some of the baddies that take up 
anywhere between two and four 
screens in size, you'll get into it. 
Believe me. 

OVERALL: 89% 
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BRUTAL FOOTBALL (A1200 
DELUXE EDITION) 



Millennium £24.99 



AMIGA 






CD FUN! ^T<. 

You know the score — old games 
now available on your C032. And 
the first contestant is... 

FIRE FORCE 

ICE £25.99 

I think Gary Whltta went a bit over 
the top when he said that Fire 
force was'. "One of the most 
enjoyable and sophisticated shoot- 



Brutal Football did pretty well for 
itself when it was originally released, 
scoring in the high eighties and low 
nineties. Well it's back again and this 
time it's got a new girlfriend — 
namely the A1200. 

Thought it's hard to think about 
violence here on the beach, with gulls 
mewing plaintively overhead. I must 
say it's always a pleasure to chop 
people's heads off during a 'quiet' 
game of footy. 

There now follows a short summa- 
ry for those unfamiliar with the orig- 
inal game . You take control of a 
team of warriors which must battle 




its way through a brutal (clever) 
league filled with various barbarian 
players in a cross between American 
Football and. well... the rather 
unsportmanlike Death Wish 3. 

The sports bit is fairly simple — 
there's an open pitch with a goal at 
each end — but it's the violence 
we're really interested in. Along with 
the obvious moves (kicks, throws. 



tackles, etc.) you'll 
also find such 
beauties as bombs, 
swords and axes. 

There are one or 
two sundry man- 
agerial duties to 
attend to (keeping 
the players fit and 
making good use 
of locker room facilities to replace 
severed heads and such) but 99 per- 
cent of the time it's just good old- 
fashioned fighting. 

The games themselves get really 
interesting when extra icons appear 
on the pitch, and 
these let you get 
your hands on 
lovely lightening 
bolts, ice blocks, 
and (my personal 
favourite) a magic 
er... thing that 
makes the ball 
sprout legs and 
bomb off towards 
the opponent's 
goal. Nice. 

The Al 200 ver- 
sion has beefed- 
up graphics 
throughout and 
both character 
and pitch graph- 
ics are clearer, 
sharper and more 
colourful. The Sound FX are realisti- 
cally crunchin', and though I don't 
know what decapitation actually 
sounds like, 1 bet that squishy clonk 
thing isn't far from it. 

Brutal Football is excellent fun, and 
though the changes here are mostly 
cosmetic, they make a good game 
even better. [MB] 

OVERALL: 90% 




'em-ups I've played". He awarded 
the game 90 percent and I'm my 
view, both the comment and the 
mark were a bit on the generous 
side. 

Fire Force is good fun and no 
mistaking, but it's a bit elderly in 
presentation, and certainly not the 
best shoot- 'em-up ever (in fact, it's 
not really a shoot- 'em-up at all. 

You basically play a lone Rambo 
type sent on a number of missions 
— rescue P.O.Ws etc.— and have a 
selection of toys at your disposal. 
It's all fairly simple, and there is fun 
to be had, but I think I'll keep the 
score a bit more realistic this time 
round. Okay? 



CHUCK ROCK 

Core £14.99 




Chuck Rock has a problem, 
local weirdo — Gary Gritter (gro; 
again) — has taken a bit of a fan< 
to Chuck's wife, Ophelia, and kic 
napped her. So. with only a flimsy 
patch of jurassic grass to protect 
essentials. Chuck sets off to rest 
His Woman. 

This is a platform game with 
difference — it's very silly indee< 
Though not as inventive as Chi 
Rock 2 (see elsewhere in 'Updates' 
ft Includes some interesting idi 
Rather than just plodding your w* 
through each level, Chuck needs 
make good use of the various crt 
tures around him. Wake up a slee[ 
ing Pterodactyl and it'll grab y< 
and carry you across an otherwis 
unpassable clump of thorn busl 
That sort of thing. Chuck also has a 
rather 'special' way of dealing with 
the cavemen and animals that 
attack him, namely 'bumping' them 
with his rather impressive belly. 

To be honest Chuck Rock hi 
aged a bit. and having just plaj 
the sequel, it's easy to see wher 
the original hard to recomment 
any aspect. The music is below a\ 
age, and the graphics are a little 
well, 'cardboardy*. 

If you fancy a silly platform gar 
for your CD32, I'd save the extra 
quid and buy the 'Son of'. So tal 
my advice — you'll thank me for I 
one day. 
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WTS Electronics Ltd, Chaul End Lane, Luton, Bedford 



AMIGA 1200 PACKS 

3 Milt 68020 full power 
Two joysticks & mouse 
Free painl package software 
Mouse mal 

A 1 200 standalone £ 

AI200 wilh 20MB £ 

At 200 with 40MB £ 

A1 200 wilh 60MB £ 

A1200wilh 80MB £ 

AI 200 wilh 120MB »,£ 

A1200 with 200MB £ 

Combai/lnnovations patk atlrJ lo above 




A1200/A600 HARD DR1VHS 



Easy lo install 2.5" upgrade kits 

Full instructions and cables where necessary 

All drives supplied wilh formatting 

instructions and software 

Free lilting available- phone lor details 

20MB HD upgrade kit.. .... £85 

40MB HD upgrade kit ~£1 15 

60MB HD upgrade kit £156 1 

85MB HD upgrade kll £16** 

120MB HD upgrade kit £199 

200MB HD upgrade kil £270 

HIGH CAPACITY HD'S 

Thr*o prices include collection, delivery 
and free fitting, all guaranteed 3.5" 
drives. Phone (or details. 
250MB £199 J40MH£249 540MB £399 



AMIGA CD-32 



CD- 12 console inc. Draflon Street. Wing 

Commander, Osca A DigRers £239 

New full motion video, allows video 
CD's lo he played on the CD" £197 
Lead for CD" lo 1085 moniloi £14.99 

AMIGA 600 

A600 Wierd. Wild A Wicked pack 
Includes Delux Paint 3, Micoprose 
Grand Pri*. Silly Putty, Pushover and 
further free software 

A600W.W& W £196 

A600 W,W & W with 20MB HD £276 
A600 W.W & W with BOMB HD .£359 
A600 W.W & W * 1.3 ROM £211 



AUOO PRO RAM 



High quality memory expansion 
Easy to fit full instructions 
Co-processor option 
ProRAM 1200 simply slots into ihe 
expansion port under the trap door 

ProRAM 1200 2MB..,. £169 

ProRAM 1200 4MB £209 

ProRAM 1 200 BMB £389 

ProRAM PCMCIA A600/A120Q 
2MB .... 
4MB 

ProRAM 1MB A600. ... 



MONITORS 



a 



14" Hi-Res coloui display 
Complete with cable 
Includes integral stand 
Full UK warranty 

Commodore 1 084/1 0B5s £194 

Philips I4I55A monitor/TV .£184 

Micro Vitcc .28 1438 inc. sleieo £309 

A1200 SVGA monitor - £228 

Idispldv hi-p<uductivilv mode* not rirUulo 

Commodore 1940 £284 

Commodore 1942 ~ £334 

Till & Swivel stand £6 

Monitor dust cover £4.99 

1.5m m<.mi|i:ir ext. cable £14.99 

vm.'I. *ld £2B Id' workualinn ol •QUI choice 
nhin pu'ihjt'tS ihr jliovd 



WORKSTATIONS 



5# 



Ergonomfcally sound 

Facilitate! up to three external floppy 

drives 

Made in lht- UK 
Strong and robust 
Aeslhehrally pleasing 
Keep your desk neat and lidv 
Supplied complete and assembled 
with free mouse mal 

A500 Workstation ....,.£34 

A600 Workstation £32 

A 1 200 Workstation £34 

Workslation coverall dust coven,. ..£7 
Mouse House £4 



PI RIPIII.RALS 



100 Capacity lockable disk box .£5.99 

Squick mouse £13.99 

Mouse mat ^.m. £1.99 

TDK high quality DSD(10l disks £9.99 

Computer Mall DSDllOI disks £6 

lei fighter joystick £13.99 

Apaihe joystick £b.99 

Python joystick £9.99 

Zipslick joystick £14.99 

Zi-Fy speakers...,. £36 

A5OOM600/A1200 dust covers ..£4.99 

A500 modulator £36 

Bug joystick £13.99 

4-Way mains extension block. .,.£7, 99 

TV RF lead £4.99 

A500 internal replacement drive £47 



SCANNERS 



Allows image processing in a useiul 

and unique fashion 

Comes complete wilh manual 

One of the fastest growing applications 

for home and professional users 

High specification coupled wilh cost 

effective pricing 

64 grey scales 100-400DPI 

Fully compatible wilh Delux Paint 4 

Advanced soltware 

Power Scanner 3 |A5OG7A12O0)..£102 

Naski mono (A50O) £89 

Power Scanner 4 £116 

Power Scanner colour 4 £229 

Epson GT-6S00 (inc. software) ,..£599 



PRO ROM SWAPPKR 




Swap between Kickslarl chips 
Fits A500, A500+, A600, At 500 
Auto swapping via keyboard control 
Flexible cable allows the swapper lo 
work in conjunction with accelerators 
Simple lo fit- full instructions 

Pro ROM Swapper £11 

Pro ROM Swapper* 1 .3 ROM £35 

Pro ROM Swapper* 2 04 ROM £40 

KICKSTART ROMS 



KlckStarl ROM 2(14 

KickStart ROM 1.3 



£24 
£17 



1 
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LU4 8EZ Telephone (0582) 491 949 (6 Lines) EST 1984 






PRO AGNUS 2MB 

Provide* a full 1MB oi Chip Memory ior the 1 
Amiga 500 ,ind A 1500,2000 • Designed and 1 
built in England •Supplied with 8375 Obese 1 
Agnus ■ Include* 2MB Memory on board in 1 
Ihe form oi low power Zips • Allow* ihe pro- 1 




testing ol elaborate animation and sound 1 
sampling • Provide* the same man. chip memory 1 
as thC A1200/A4000 & 500* •Increan-sl 

addressable memory space from 9MB lo 10MB 1 
• Complele wilh full instruction* and flying 1 
leads •British made 1 




Pro Agnus JMB £129 1 

fining available • phone 'or ■■■mi 1 ■ 1 



POWER SUPPLY UNITS 




Allows ihe addition of peripherals 
without damage to computer or 

power supply 

Why risk damaging your expensive kit 
when one simple investment will 
ensure total peace of mind now and 
for the future ^^^^^A 
Switch mode design 
Full cow bar protection 
Bnlish made 

AS00 Power supply unil £44.95 

AUOO Power supply unit.. £54.95 

A600 Power supply unit £44.95 

A590 Power supply unit £44.95 

GVPHD Power supply unil. ..£49.95 
CD32 Power supply unit £44.^ 




I \ I ( k\AI DRIVI 



High Quality 

Renowned and proven reliahilty 

Anti-click 

Long moulded cable 
Slimline design 
High impact plastic 

Cumana external drive £57 

Cumana external drive * 100 

capacity disk box £61 

Cumana external drive * 100 
capacity disk box 20 blank disks . £66 
A50O/A5OO+ Internal replacement 

disk drive £47 

A60O/A1200 Internal replacement 

disk drive 459 

A2000 Internal replacement 

disk drive £57 




( OI OUR PRIN'I I RS 




High quality premium range of Amiga 

Two year manufacturers warranty 

Complele with cable 

Citizen registered for dealer plus service 

Swill 90 Culour £157 

Swift 200 Cokaif ...... ~..~.£1 89 

Swift 240 Colour £219 

Panasonic UP 1170 Colour £135 

Panasonic K*P 2121 Colour £205 

124 i»i so it iinnm. i«xn o<m 

HP Deskjet 500 Colour £285 



CHIPS & SPARKS 





KickSlarl 2.04 £24 

KickStart 1.3 £17 

KlckStart ROM Swapper £18 

<S*a>p b»l*»*fi litMiilii 

Fatter Agnus 8372 £24 

Obese Annus 8375 £39 

Hi-Res Denise H £16 

1MB x 9 SimmsUchip) £39 

1MB x 4 lips £19 

8520 CIA £7 

32 Simm 1MB £62 

32 Simm 2MB „ ..£104 

12 Simm 4MB £149 

.12 Simm 8MB „ £289 

A500 modulator..... £36 

Replacement mouse £13.99 

A500 Internal Disk Drive £47 

A6OO/AI20O Internal Drive £59 

3.5" IDE/2.5' IDE cable .£19.99 

Spike surpression plug £14.99 



o- 



Now the power of the modem is within your grasp with the advent of these cost effective Pro range of hi-spet modems. Aulo-dial 
auto-answer, Hayes compatible. 

Pro 2400 FP - Fax Modem v22, v22 BIS, V21, V29, V27 TER, 300-2400 BPS/Fax 9600 £79 

Pro VC144E - Fax Modem v22, v22 BIS, V21, V29, V27 TER, V32, V32/V44 BIS £189 

All modems inclusive of Comms software, leads and power supply. 

How to make your Amiga into a robot controller - Ask for catalogue 



sales hotline 0582 491 949 (6 lines), 0480 471 1 1 7(24HR), fax 0582 505900 

UbI ( red it i ird ordering t>\ phone li hs) Sfnpq phoiM ottf nw hotihM ojuoting your en M card nurebw H expk> tMB; rtmw ind Mann ind lbs predux b you hwi to oraei wtil 

do the rest. Alternatively write Ihe above details on your tetter when ordering by post. 

When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along wilh your order. Postal orders are also accepted. 
MINIMUM ORDER AMOUNT £15.00 

NO DELIVERY CHARGES TO UK MAINLAND. Should you wish your order to be senl by courier service please add £5. this method secures the item with full insurance, not express. 
WARRANTY: One year warranty return to base. ONE YEAR EXTENDED WARRANTY: Available on all products at 1 0% of purchase price when ordering. 



Where to find us! 



Head Office 
WTS Electronic Lid 
Chaul End Lane 
Luton 
0582 491949 



Computer Mall Bedford 

The Harpur Centre 
Bedford 
0234 218228 



Computer Mall St.Neol* 

Priory Mall Shopping Centre 
St.Neots 
(1480 471117 



Computer Mill Hertford 

49 Railway Street 
Hertford 
0912 503606 



Computer Mall Dunstable 
84 High Street North 
Dunstable 
Bedtordshire 
BH3 475747 




Ha ha ha! Look everyone, Matt's kicked Andy's crappy sandcastle over. Ho ho ho! Oh look, 
he's got an enormous crab hanging-off his big-toe — how. amusing. Well folks, there's just 
time before our next Mr Whippy to review the latest budget software. Oh I don't know, 
those boys — always joshing. Tsch. 



TITUS THE 
FOX 

Titus 

£7 99 



I love platform games. No I do. real- 
ly, and while smug console owners 
are snowed under with abyss-leap- 
ing hedgehogs and fruit-firing 
plumbers, we've had Ninjas from 
the Nth dimension, Lions called 
Brian, and Naughty Ones. In fact the 
Amiga can rival anything the SNES 
(ughl) or the Mega Drive (pah!) has 
to offer and often does it better. 




So it's good news, then, that those 
nice people over at Titus have again 
released Titus the Fox. If you missed 
this humourous platform romp the 
first time round, the story goes some- 
thing like this: 

You must guide Titus to Marrakesh 
and back by running, jumping, riding 
a skateboard and even flying on a 
magic carpet. Why should you do 
this? Is it for money? For fame and 
Fortune maybe? Nope, you're simply 
risking your furry bottom for love. 
It seems that Foxy, your child- 
hood sweetheart, has been cap- 



RORKE'S 

DRIFT 

Impressions 

£7.99 



k k k 
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Mention the words 'strategic' 
and 'wargame' and more often 
than not readers will scream 
"Aieee!" and run for the hills. Yes 
sadly the genre doesn't exactly 
embody excitement and 
although there are a multitude 
of wargame fanatics who like 
nothing better than to move 
armoured divisions around hex- 
based game maps, for most of 
us, we'd be happier sat for ten 
hours watching strawberry jam 
congeal on a stainless steel sink. 

Can you make it more exerting 
though? Well, yes you can, and 
Rorke's Drift from Impressions 
tries to do just that. It's January 
22nd, 1879 and 4,000 Zulus are 
massing for an attack on Rorke's 
Drift, a supply depot manned by 
137 British soldiers. Wait a 
minute... 137 against 4,000? How 
can that make for a good 



wargame. Sounds like a mas- 
sacre waiting to happen. 

Not quite. Rorke's Drift is not 
a fictional battle, it really hap- 
pened (though probably not like 
what Michael Caine done in 
Zulu) and the thin red line man- 
aged to hold out for 12 
hours against these over- 
whelming odds. 

Using an isometric 3D 
viewpoint, you take con- 
trol of the British troops, 
deciding when to advance, 
retreat, rest, aim, fight and 
fire. Each man has his own 
individual statistics and 
only a brilliant strategy can 
keep the Zulu warriors 
from the perimeter barri- 
cades. Did you know that 
renowned democrat and Inkhata 
big-shot Chief Mangasuthu 
Buthelezei was an extra in Zulu! 
'Not a lot of people know that...' 

With its 3D graphics and intu- 
itive control system, Rorke's 
Drift is a good example of how 
wargames can cross over into 
the mainstream. It's not perfect 
by any means, the graphics look 
dated and blocky and the game 
is often very slow. It's also a 
shame that you can only fight 
the one battle but the Rorke's 
Drift episode is pretty damned 
involving. All in all, it's a huge 
strategic challenge and if you're 
looking for a good but uncom- 
plicated introduction to wargam- 
ing, you can't go far wrong with 
Rorke's Drift. [MB] 




tured by evildoers and Titus must 
battle his way across the Sahara, 
dodging a variety of enemies includ- 
ing Babyboon (the kid with the dead- 
ly bottle) and Toyo the bespectacled 
snake (these enemies get weirder and 
weirder, dont they?). 

Okay, so it's typical platform fare 
and at first glance it seems little more 
than just another running, jumping 
and landing on brightly-coloured 



baddies type-game, but it's more 
than that. It's fast, furious and high- 
ly addictive. Dated it may well be. but 
Titus the Fox is still a lot of fun. I'd 
recommend it to anyone who des- 
perately wants to ledge-leap but 
doesn't want to spend f 30 for the 
privilege. Very nice indeed. [ANl 



CRAZY CARS 3 



£7 99 

Ah, the thrill of fast cars, the 
adrenaline rush when you slam a 
high performance roadster around a 
tight bend, the screech of the tyres, 
the roar of the engine, the feel of the 
leather seats against your... 



I A 



Er, yes. Anyway. Unfortunately 
driving fast cars is not without its 
problems. Firstly, you must be able to 
drive. Secondly, you've either got to 
have a spare £200,000 lying about so 
you can buy the throbbing speed- 
mobile of your dreams, or your dad's 
got to own half of Kent and happen 
to have a spare Porsche in the 
garage. Oh, and then you've got to 
tax it, insure it. get some of that nice 
dashboard air freshener, some fluffy 
dice and a good, loud stereo. It all 
adds up to a lot of cash. 

Well, for all you poor, licenseless. 
gamesplayers, the return of Crazy 
Cars 3 means you can now get gas- 
guzzling excitement for a 2-stroke 
price. Or so it says. 

Like Chase HQ and Outrun, Crazy 
Cars 3 is a simple but furiously fast 






ace game. Strapped in behind the 
wheel of your sleek Lamborghini Dia- 
jlo, you must put your driving skills 
:o the test over 60 twisty and tortu- 
jus routes. Weave through the traf- 
fic, beat off the competition, run your 
jpponents off the road, dodge road- 
works and avoid the ever present and 
innoyingly persistent traffic cops, 
rhis is Saturday Night racing at its 
toughest, believe me. 

Well, at least thaf s what it says on 
the box. Although you can win races, 
:ustomise your car and race through 
:ities. deserts, rain, and snow. Crazy 
Zars 3 is really showing its age. I 
don't have to tell you that there are 
nany games that do this sort of 
thing better (Bump 'n' Burn 
^instance) and despite the attractive 
oudget price. Crazy Cars 3 doesn't 
ihine like a lighthouse beacon. It 
glows like a kiddies' torch. And not a 
jery good one at that. Personally, I'd 
go for something else. [AN] 



SUPER 

CAULDRON 

Titus 

£7.99 

Long, long ago on that little black 
box known as the ZX Spectrum, 
Palace Software released a game 
called Cauldron. Before you could say 
hocus cadabra, it became a Spectrum 
classic. Years later and Titus picked up 
on the idea and produced Super 
Cauldron, an 'enhanced' version of 
the classic original. 1994, and it's 
back doing the rounds once again 





LEISURE SUIT 
LARRY 3: 

US Gold Kixx XL 

£16.99 




These days every graphic adven- 
ture has theme. Monkey Island 
has its pirates. Beneath a Steel 
Sky embraces Blade Runner and 
comes away wiffing a might 
strongly of the old Ridley Scott 
Aftershave Balm, and Simon the 
Sorcerer has its goblins, wizards 
and dragons (and Bjork). As for 
the series starring the epony- 
mous shell-suited Larry, well 
they're about sex, aren't they? 

Of course there are puzzles 
and jokes too (it's an adventure 
after all) but the game featuring 
the tracksuited Larrold sells itself 
as a sort of Ben Elton Live of a 
night out that runs naked 
through the streets yelling rude 
jokes at the top of its voice. In 



reality it's bit of a Sid James 
nudge-nudge, wink-wink of a 
game and most of the jokes 
revolve around innuendo and 
fertility statues rather than pic- 
tures of naked women. 

You control Larry Laffer, a pro- 
fessional Californian and 
semi-competent seduc- 
er. Once again the chase 
for women continues 
but this time you get to 
see the hunt from a dif- 
ferent perspective. As 
Larry, you'll lose your 
job and then your girl- 
friend and jet off to seek 
happiness in the steamy 
Nontoonyt Island Jungle 
ruled by Amazonian can- 
nibals (fat chance). 
When roles are switched you 
play Patti. following Larry's trail 
into the jungle to rescue him 
from a life of sex-slavery. 

If you like 'Carry On' humour, 
if farts and lavatory flushes send 
you into paroxysms of giggles 
and you like ogling scantily clad 
women (though not real ones, of 
course), then Leisure Suit Larry is 
most definitely for you. But if 
you like your jokes to be funny 
and your graphics to be stylish, if 
you prefer a bit of deep cogita- 
tion to cheap suggestion then 
this game is probably not for 
you. And dare I say it. in these 
enlightened times, the whole 
Larry thing is beginning to pall. 
Laugh? I nearly did. [MB] 



and so sit back, relax, perhaps even 
turn off the lights as the tale unfolds 
Simply and briefly, your task is to 
help Zmira the friendly witch find her 
lost magic powers in a world haunt- 
ed by jumping pumpkins, slimy bats 
and other fairytale drop-outs. In 
essence, as you can see from the 
screenshot, it's a platform game, 
stuffed with baddies, various magicks 
and the odd broomstick or seven. 

Apart from the usual running, 
jumping and shooting as you travel 
through the different worlds, Zmira 
picks up spells that allow her to 
advance even further through the 
game. The 'Stone Spell' is the only 
one you have at the start, it 
fires, er... stones, and it's 
pretty pathetic. But as you 
progress you'll discover the 
Fireball spell, the Magic 
Staircase spell (allowing 
you to create steps to 
unreachable platforms) and 
the coin of Teleportation. 

Despite the fact that it's 
often unbearably cute, 
H^HB Super Cauldron is an 

involving and engaging 

platform adventure. If s not as fast or 
as wildly furious as Zool 2 but it's 
hugely sprawling and a sizeable chal- 
lenge. You might not get addicted 
but it's a good game for the asking 
price. (MB) 




KING'S QUEST 3 

US Gold Kixx XL 



If there's one thing that Sierra is 
good at, it's producing sequels. Space 
Quests. Kings Quests. Police Quests. 
Quests for Glory... once Sierra finds a 
successful formula it sticks to It like 
my old mate Sticky the stick-insect. 

One of the most successful of 
these is the Kings Quest series; cute 
tales in a high fantasy style with all 
the Tolkien-esque elements you'd 

5core:8 of 218 



expect, such as wizards, trolls, drag- 
ons and fairytale castles. The series is 
currently at number six (a full-pricer, 
developed by Revolution), and if you 
liked that one, Kixx XL has released 
Kings Quest 3: To Heir is Human, 
another gorgeously fruitsome and 
hilariously-titled tale for you to get 
your adventuring teeth into. 
Er...Elendlll 

Like most graphic adventures 
these days, Kings Quest 3 is com- 
pletely mouse controlled — a fact 
that's scarcely surprising when you 
consider that Sierra pioneered the 
whole point-'n'-click revolution. Any- 
way, the plot goes like this: The evil 
wizard Mannanan whisked you away 
from your family when you were still 
a babe in arms, so that he could 
train you to serve his every whim. 
Obviously as the years have dragged 
by you've become a bit annoyed 
with your lot and the time has come 
to rebel and nick some magic off the 
old git. 

The scene is set. Can you learn 
enough spells and escape from Man- 
nanan's tower without being 
caught? Or will you just be picked 
up by your jerkin and tossed over 
the battlements to plummet in a 
spazzy approximation of the swan- 
dive onto the rocks below? 

As you'd expect. Kings Quest 3 is 
an engaging and absorbing adven- 
ture. The graphics can't compare 
with the wonders of Simon the Sor- 
cerer or Revolution's superb conver- 
sion of Kings Quest 6, but it's emi- 
nently playable and as it's only on 
one disk there's no laborious disk 
swapping to infuriate you. So why 
not seek out Kings Quest 3, load it 
up and soak up the fantasy atmo- 
sphere. With a hey-nonny and a tra- 
la-la-la-la you'll either love this game 
or want to throw up two minutes 
after playing it. The fantasy theme is 
often wildly overdone but I enjoyed 
playing it and I'd recommend you 
have a bash too. [AN] 
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It's beginning to annoy me now. 
Just because the blimmin' World 
Cup is being played (as we speak, 
probably), every software house in 
the developed world has decided to 
release a football game. We all like 
football, don't get me wrong, but 
the amount of footy games released 
this year could be legitimately 
described as overkill. 

Once again US Gold has managed 
to secure the official rights to a 
major sporting event and its World 
Cup USA '94 footballing extravagan- 
za should be hitting the shelves 
round about now. The Birmingham- 
based company is making bold 
claims about their latest soccer sim 
with statements like. "Don't settle 
for pale imitations," and. "It's the 
greatest test of football skill, strate- 
gy and tactics ever devised." 

At the moment we're not in a posi- 
tion to argue because the game didn't 
quite make it in for review as the issue 
went to press. What we can do for 
you. though, is offer the chance to 
win some completely fab World Cup 
merchandise — and it's all thanks to 
those guys 'n' gals at US Gold. 
The winner of this completely bril- 
liant competition will be able to pre- 
tend that he or she went to the 
World Cup and spent oodles of cash 
on fashionable gear. Even if you 
don't win. there's a possibility you'll 
receive equally fantastic clobber in 
the form of tracksuits and T- 
shirts, so there's no reason not 
to enter. 



HOW TO ENTER 

Easy — just correctly answer the 
three multiple-choice questions 
below, stick the answers on the back 
of a postcard or stuck-down enve- 
lope and sent it to: FOOTBALL FEVER 
COMPO. The One, 30-32 Farringdon 
Lane, London EC1R 3AU to arrive 
here by 28th July 1994. The first cor- 
rect entry drawn out of the hat after 
that date will receive a fabby World 
Cup USA '94 baseball jacket and T- 
shlrt. the next will receive an official 
US Gold/World Cup USA '94 tracksuit 
and T-shirt, and the next two will get 
a World Cup USA '94 T-shirt and 
sports bag each 



THE QUESTIONS 



that found the World Cup after 



uJUSR?U 



(A) Pickles 
(B> Rover 
(C) John 



(A) Argentina 

(B) West Germany 

(C) England 



<A) 1996 

(B) 1997 

(C) 1998 






NEW! AMIGA 1200 + CD 32 PACKS 

FROM SILICA - THE UK's No1 AMIGA SPECIALISTS 




Software Pack 



I FROM 
I SILICA 
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CHAOS ENGINE 125 99 

SYNDICATE E34 99 

PINBALL FANTASIES — C29 99 

NICK FALDO*S CHAUPWKSWP GOLF C34.M 

CHAOS PACK: £125.96 

QFA BASIC v3 5 - Powerful Bute Programming languap.. €50 00 

PHOTON PAINT II - Pwrtriul Gr**M PwiUng Pacfage €89.95 



AMIGA 600 

LEMMINGS PACK 




AMIGA 600 

WILD, WEIRD 4WICKI 




AMIGA 600hd 

EPIC * HARD DRIVE 

ME P I 
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This month's tipular extravaganza begins with 
that sextitular runaround of an avowedly royalist 
persuasion — nay complexion — Kings Quest VI 
continues with that miraculous melange of space 
prospecting and galactic gung-ho, 1(240; rolls 
thunderously through the second mighty 
apocalyptic encounter that is Armour-Ceddon II 
and climaxes with that siren of sin and seduction 
Lure of The Temptress 




t 




€8 





"€ood d-ay to you, guards. I was cast upon this 
• stand in a storw, and l'n a little confused 
about c*y fetation. Could you tell ne what place 
this is, and who lives in tr»s castle?" 



That was the last he'd seen of his crew. 
Debris fron the shipwrecK is scattered along 
the shore, but of the life boats and his fien, 
there is thankfully no trace. 
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cul-de-sac room, you will hear the 
Minotaur on the other side of the East 
wall. Use the Hole-in-the Wall on this 
wall and look through it Note the 
entrance to the lair. Stand by the blaz- 
ing pit and quickly use the red scarf on 
the Minotaur to defeat him You will 
need a skull, the coins from a dead 
man's eyes, a shield and Lady Celeste's 
dagger from the catacombs. 

Isle of the Mists 

The Isle of the Mists will not appear on 
the map until you have made it 
through the Catacombs. Go to the vil- 
lage where you will need the Scythe 
Irom the tree and the lump of coal 
from the camp-fire. On your second 
visit to the island, go to the grove 
scene and use the skull that you took 
from the Catacombs on the base of the 
fire to collect some brightly glowing 
embers. 

On your first visit to the Isle of the 
Mists, walk west from the beach to the 



village Take the objects you need and 
go back the same way Do not walk 
north-east from the beach or east Irom 
the village To avoid being killed by 
Druids on your second visit, you must 
have the hunter's lamp with you, and 
it must be enchanted with the "Make 
Ram" spell If you have Beauty's clothes 
with you, they will be burned up 

Realm of the Dead 

Whenever you die you will enter the 
Realm of the Dead but all you can do 
is restore your game. The only way to 
enter the Realm and survive is to nde 
the black horse. Night Mare. You can 
find Night Mare at the top ol the Logic 
Cliffs after you've been to the Isle of 
the Mists twice. Once you see the 
horse, quickly cast the Creature of the 
Night spell on her. She will now take 
you to the Realm of the Dead 

Talk to King Colipham. Queen 
Alaria and the Mother Ohost The f 
King and Queen are on the first / 
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Everybody at The One loved K240 to bits, barring Simon of course, but then he wasn't 
very good at it. If you're a fan, then here's Steve McKevitt of Gremlin to ably assist your 
mining efforts... 




Mining K240 tor the inexpert 
enced can pose a few prob- 
lems. If you don't get the bal- 
ance right almost immediately, you 
could prove to be a bigger threat to your 
colony than your alien opponents. Below 
are a few sure-fire potnters to guide you 
painlessly through the first few levels. 
Alter that, you're on your own... 

1 It's important to make sure that your 
colony is completely stable. Begin by 
building the following: 

Building Quantity 
Hydroponics 1 
Hydration Plant 1 
Decontamination Filter 1 
life Support 1 
Solar Generator 10 
Deep Bore Mine 4 
Mine , 4 

Storage Tower 1 
Gravity Nullifier 1 
Put on a low heat, and simmer for five 
minutes. Top this off with: 

Construction Yard t 

Command Centre 1 

Missile Silo 2 

Landing Pad 1 

Sensor Array 1 

Weapons Factory 1 

Satellite Silo 1 

This lovely little lot will give* you every- 
thing you need to keep your asteroid 
stable, while leaving you with enough 
cash to progress. 

2 Contact Sci-Tek, the outer-space 
version of The Shopping Channel 
(except these really are aliens). Buy 
some 2nd generation Mines, and some 
2nd generation Deep Bore Mines. You 
could even add a missile tracker if 
you're feeling particularly wicked. 
These choice items will arrive with the 
next transporter. 

3: Allocate money to vehicles and mis- 
siles this might sound obvious, but 
until you've sat there lor two hours 
waiting for the damn things to build, 



before realising that the builders 
haven't been paid and they're still rest- 
ing on their shovels. 

4 Click on the Construction Yard, and 
build three Scouts. Don't waste money 
arming them if they're attacked it's 
no loss. Instead, click on your Missile 
Silo and build 1 0 Vortex missiles, which 
are great for pre-emptive attacks. 

5 When your Scouts are built, send 
them off to explore far-flung sectors of 
space. If they find something on the 
way, they'll report back to tell you what 

it is. 

6 Once you have discovered an aster- 
oid, send a scout out pronto to do a 
geological survey. Only colonise it if 
it is particularly rich in minerals. 
Follow step (1 ) with any new asteroid 
you discover. 

7 From time to time the Empire will 
send you some ships and provisions to 
help you along with the game. By now 
you should have been sent at least one 
shipload, so group them together in a 
fleet and send them to patrol your main 
asteroid. 

This should provide you with a sta- 
ble basis upon which to build, and will 
ensure that you don't play yourself out 
of the game through bad economic 
management. How you combat each 
alien is really up to you — there is no 




"right way" to do anything. Generally, 
softening up the opposition with mis- 
siles before sending your fleet in ^ 
is quite effective. 



8 Building up Sci-Tek 
equipment can be 
expensive, because / 
they have to be spe- / 
cially imported / 
from, er, Sci-Tek. / 
The following 
items are excellent 
value, though: 
Nuclear Missiles, \ 
Asteroid Engines, \ 
Constructor Droids W 
and Missile Guidance \ 
systems. 



9 Divide your ships into at \ 
least two fleets. This enables 
you to use different fleets for sep- 
arate tasks — something which 
becomes particularly useful when the 
going gets tough. And tough it does 
get. Arm one with air-to-ground 
weaponry for planetary attacks; the 
other with ship-to-ship weaponry for 
intercepting enemy fleets. 

10 Build missiles on all your asteroids 
to maximise their effectiveness. 
Remember: it's best for each of your 
asteroids to be equipped to "look after 
itself," if you know what mean, before 




PflFUJ * 



any trouble might start. Building only 
on your home asteroid could lead to 
the enemy being out of range. 

11 Building engines on "dead" aster- 
oids and then "aiming" them at the 
enemy can prove very interesting! 
Think about it... 

1 2 Finally, don't call your asteroids rude 
names. It's not big, and it's not clever' . 

*7"ne One would like to point out that 
Steve McKevitt of Gremlin said this, and 
not us. Just so you know. 
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Now this is what I call, er r tips for Man Utd. Tim James from Krisalis spent six hours 
writing these, apparently, so you'd better blimmin' well use them. Or else. 



rEAAA SELECTION 

ach player has the following stats 
which show their abilities using a 
enes of coloured bars: 

PEED 

r... the speed of the player, curious- 
/ enough. 

TAMINA 

low quickly the player tires and slows 
lown over the game. 

AGRESSION 

low keen the player is to tackle and 
*in the ball back. Players with high 
ggression but low tackling ability 
.■ill foul players more frequently than 

ilhers. 

ONTROL 

he individual player's ability to con- 
rol the ball while dribbling. Highly 
killed players can turn through 180 
egrees with the ball stuck to their 
?et, but the lower skilled players tend 
o lose the ball more easily. 
ASSING 

he player will pass the ball to another 
;?am mate when you click the fire but- 
:>n How accurate that pass is depends 
n the player's passing ability. 

ACKLING 

)r kicking the other players in. Much 
he same. 

*JTELLIG£NC£ 

t/hen you set up the Tacti-Grid you 
ive a player instructions regarding 
lyle and positioning. These mslruc- 
ons will often conflict what is actu- 
lly happening on the pitch. For exam- 
le, you have told your man on the 
ght side of midfield to make prob- 
lg runs wide on the flank down to 
-\e touch line. Unfortunately, your 
pponent has other ideas and has had 
ou pinned back in defence. The play- 
r's intelligence will determine 
/nether he rushes back to help defen- 
vely or hangs around the wing fol- 
iwing your orders to the letter. 
ITNESS 

his is a general fitness level which 
ffects speed and stamina. 

10RALE 

his will affect all other skills. 
OWER (midfield players only) 
hot power. 

CCURAO (outfield players only) 
he ball will not always go in the 



direction expected 
depending on a player's 
accuracy. Most Premier 
division first team pl<iy - ■ ■ . 

ers are pretty accurate 
but this tails off in the 
lower divisions. 
POSJTIONINi i {goalkeep- 
ers only) 

Their ability to position j 
themselves in the right f 
place for incoming shot-,. -■- — J — L- 
corners and free kicks. 

only) 

How likely the goal- 
keeper is to catch the 
ball or parry it. 

STYLES OF 
PLAY 

Each player has his ; 
own preferred method 
of play. If you have ; - 
elected to be one of 
the more skillful sides, 
like Blackburn or Man 
Utd then you can be 
quite flexible in your style of play. If 
you have selected one of the more 
average sides then you will have to 
use the Tacti-Grid to play your 
strengths. These suggestions assume 
that you can get the ball to a rea- 
sonable striker. 

1. THE SHEARER 

A player will frequently get into a 
scoring position directly in front of the 
goal. Although keepers tend to be at 
their best in this situation some strik- 
ers within the game have hard 
enough shots to beat the goalie, espe- 
cially if enough aftertouch (swerve) is 
applied to the ball. 

2. THE LINEKER 

As mentioned above there are only a 
few strikers who can beat keepers 
outright. It can be beneficial to play 
two or even three strikers in an up- 
front attacking role waiting to pounce 
on dropped or parried balls. Highly 
recommended. 

3. THE WRIGHT WAY 

Keepers are much easier to beat from 
an angle, especially when the ball is 



in the air. Use only half power with a 
lob and swerve to leave the hapless 
goalie clutching at fresh air. 

4. THE IE TISSIER 

Again from an angle, aim just to out- 
side of the post and swerve it in. This 
will generally only work with highly 
skilled players. 

5. THE WADDLE 

Go against your instinct and use the 
wing. It does require more skill to get 
the ball in the box from this position 
but great territorial advances can be 
made, especially with fast skillful 
wingers. For players with high control 
skills even a 90 degree turn at the 
touchline should be no problem. 

6. THE BASSETT 

You may have picked a team bereft of 
talent. Fear not, some managers have 
made a career out of making some- 
thing from nothing. Get one or two 
decent players up into scoring posi- 
tions and then supply them using full 
power and lobbing over the opposi- 
tion's midfield to deliver the ball to 
the feet of your strikers. 



DEFENSIVE 
OPTIONS 

1. THE BOG STANDARD 

In the common defensive back 
four you do not have to worry 
about fast skillful players, as 
long as they can get in the 
way and boot the ball back up 
the field you shouldn't con- 
cede too many goals. 

2. THE GUNNER 

When going for the all impor- 
tant 0-0 draw it's a good ploy 
to pack the area with defend- 
ers. Not interesting, though. 
3 THE CHARL ION 
If you feel confident that you 
can keep the opposition 
pinned in their own half, you 
can pite the pressure on by 
pushing your full-backs for- 
ward. Make sure that the play- 
ers are fast enough to get 
back should the other team 
break though. Ireland have 
got to the World Cup using 
this tactic. 



GENERAL TIPS 

I FHf WREXHAM EFFECT 
Playing a lower division club may be 
frustrating as your tricks won't come 
off as often as when managing a 
higher club. The opposition however 
will be just as unskilled so when your 
good move does come off, they won't 
be equipped to deal with it. When you 
do meet a Premier League club you 
will find that the 'giant killer' aspect 
will raise your game skills and give you 
a better chance. If you're a Premier 
side, don't expect the lower clubs to 
be a walk-over. 

2. THE GASCOIGNE 

M you are informed during a match 
that one of your players is slightly 
hurt, don't worry too much. If he is in 
pain, substitute him as soon as pos- 
sible to avoid prolonged injury, 

3. THE TAYLOR 

Should things be going against you at 
halt time don't be afraid to experi- 
ment with both your formation and 
line up. A fresh pair of legs often 
works. 
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remperature affects yout damage 

{Mints. 

Your resistances can only be 
■nodified by your equipment. 
: or the resistance modification JC**au 
jf each item use the Item U^]^ 
Analysis network function. \|J? 
tosistances are the only values 
hat don't change in real-time 
Junng combat, and they are 
ine of the most important 
hings to build your combat 
itrategy on For the best attacking 
nethod you have to find out the resis- 
ances of your opponents — use the 
Organism Analysis network function. 

ACTION POINTS 

'he Action Point method was devel- 
)ped to simulate the real-time Mow of 



non-real-time combat At the begin- 
ning of each round, each character has 
100 Action Points, and it how 
m.iny A( lion Points they use 
j „ for <i certain action 

1 depends on their ■ 
U personal values. ^^JT 
'or example: if '^fl 
a character has jj L 
a speed of ^^^^m 
117, then the ¥m 

is |^Uf4 

on 1 7 Action Points. 



6l 



Physical Action Time: indicates how 
many Action Points needed to perform 
a Physical Attack or Defence. 

Range Action Time and Mental 
Action Time are the same, bul 
i with Range and Mental 

iHh Attack and Defence 



The most important Action 
Times are: 

Operation Time: indicates how many 
Action points are needed to Move or 
Change Equipment on the Equipment 
Screen. 



■I 



JF Note: On the Character 
~% Screen, you can see the 

Actual Status of these 
■ values, affected by your 

BJP* Actual Weapons In hand. 
^Hp Have a pen and paper 
handy, because when you 
get a spell, it doesn't tell you 
what it is used for so you can jot it 
down for later in the game. 
The charts on this page were sent En by 
Alan Taylor from Bolton. Cheers, mate! 



SPELL 


CODE 


01 


17,18 


02 


18. 31,32 


03 


03, 08, 13, 31 


04 


24. 32 


05 


263036 


06 


04.10,25,40 


07 


09,28 


oe 


23,29,35 


09 


01,02. 04.40 


10 


26. 30 


1 1 


14. 20. 33' 




11.21,25, 40 


13 


31. 40 


14 


10. 26. 34 


15 


08. 19. 36. 38 


16 


10. 22 


17 


15. 19. 26 


18 


10. 16. 22. 28 


19 


07, 14 


20 


15.37. 38 


21 


03. 04.24. 39 


22 


17, 19 


23 


19.23, 35 


24 


11.28,37, 38 


25 


20. 32 


26 


13. 17, 28 


27 


02. 05. 24. 33 


28 


07. 36 


29 


19. 28. 36 


30 


01.05. 06. 18 


31 


11. 18 


32 


10. 28. 35 


33 


01. 29. 32 


34 


32. 34. 36 


35 


04.05. 12. 15 


36 


15. 36 


37 


09. 33. 38 


38 


21, 30. 33 


39 


28. 33. 40 




16. 17. 21. 27 






Lure of the Temptress 





VJU IU > I r r '■■''It UMWI.I IIIW un.ll 

Smithy Street. Talk to Luthern and get 
the tinderbox. Find Mallin and talk to 
him, agreeing to do what he asks. Go 
to the Village Shop and give the metal 
bar to Ewan. In return, he will give you 
a Gem and twelve Groats. Go to the 
Magpie Tavern and give the Gem to 
Nellie and take the flask she offers in 
return. Bribe Morkus and talk to him to 
find out about Goewin. Go back to the 
Forge and give the flask to Luthern Talk 
In I nthurn In hp.ir ahnut Griih Gn In 
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In the beginning 

With this little beauty recently released 
on budget, we decided that a full solu- 
tion would be the only thing that 
would prevent you hopeless games- 
players from writing in with queries. 

In the dungeon 

Pull the torch from the wall and set fire 
to the straw. Go and stand near the 
door and wait for the Skorl guard to 
open it. The guard will enter the dun- 
geon and run over to the fire. Nip 
through the door and slam it shut 
behind you. Lock the door so the Skorl 
can't get out. Go to the Guard Room 
and pick up the knife that's on the bar- 
rel. Get the bottle as well and look at 
the barrel to find the lap. Use the bot- 
tle on the tap and then use the knife on 
the sack. Look at the sack and you'll 
find a Groat. If you need a laugh, look 
through the grill. 

Go right into the Torture Boom. Use 
the knife to cut the leather cord around 
Ratpouch's feet, and then go to the 
Outer Cell and give the bottle to the 
prisoner. Gel Ratpouch to push the 
bricks so you can escape through the 
hole in the wall. You are now outside 
the Castle in the Village. 



the Magpie Courtyard, talk to the 
stranger sitting down and ask him what 
he knows about the Black Goat He wiP 
reveal that he is Grub and will give you 
a lockpick. Go to the Severed Arms and 
talk to Eileen about Taidgh. She win 
then give you Taidgh's diary which you 
should examine before going to the 
Market Place. 

Give the lockpick to Ratpouch and 
then look at the door on the boarded- 
up house. You'll find that it has a lock 
on it so tell Ratpouch to use the lock- 
pick on it. Go into Taidgh's House and 
look at the apparatus to discover that 
il has an oil burner. Use the tinderboi 
on the burner and when the procew 
has finished, use the flask on the tap 
The tap is on the right hand side of the 
apparatus. Go to Middle Street and 
dnnk the contents of the flask. You can 
now enter the Town Hall without get 
ting into trouble with the Skorl Guard 
Open the door and go into the Town 
Hall Talk to one of the guards and 
Goewin will be freed Once he has left 
the Town Hall, talk to him until the spei 
has worn off. Talk to Goewin again and 
then look at the poster outside the 
Monk's Lodge. Make sure you've spo 
ken to everyone and then talk to Mdlh* 
to get the book. 




rhe monk's lodge 

io to the Monk's Lodge and give the 
ook to either monk who will give you 

statue in return. Talk to Welk and 
oby and, after talking to Toby about 
elena. go to the Apothecary 
Workshop. Ask Goewm if she can pro- 
ide you with an infusion of herbs. She 
/ill ask you which ones you want. Pick 
ie top answer: Houndstooth. 
lecampane and Cowbane are out of 
(ock at the Apothecary. Go to Smithy 
treet and get Cowbane from the flow- 
r patch at the left-hand side of the 
:reen. Go back to the Apothecary and 
ive the Cowbane to Goewin. 

Leave the Apothecary and wait for a 
xnute before returning to ask Goewin 

the spell is ready. If It isn't, wait 
nother minute and ask again. Go to 
ie Severed Arms and talk to Ultar. He 
lould tell you how to get through the 
/eregate. Go to the gate and talk to 
ie Gargoyle. You need a female to 
pen the gate for you, but the 
argoyles won't accept Gwyn so you 
ave to talk to Goewin and get her to 
elp you open the Weregate. Go to the 
ate to meet Goewin and when you 
nd her, talk to her and she'll open the 
ate for you. When the gate is open, 
on't waste any time before going 
irough it Goewin will go through 
jtomatically. Push or pull the skulls to 
pen the doors. When you are in the 
lue or green cave, tell Goewin to go 
ito the cave before you and push or 
nil all the skulls four times. It will take 
urty hits for the cave monster to die. 

As soon as you reach the dragon's 
ir, use the potion on the dragon. Talk 
) him and command him to help you. 
e will give you the Eye of Gethryn. 
etting back to the entrance cave is 
luch easier than getting to the drag- 
n. Push and pull the skulls until the 
oor on the right opens. Once out, go 
> the Market Place and wait for a Skorl 
i enter the Village Shop. Look through 
ie window and listen to the entire 
)nversation. When it has finished, go 
io the Village Shop and talk to Ewan. 
ow you are off to the castle 



In the kitchen 

Go to the bottom left set of casks and 
look at the top one. You'll find that 
there's a bung in it. Next, go up the 
steps to the kitchen, look at the carcass 
to find the fat, get it and also get the 
tongs. Talk to the stranger twice and 
say that you've come for Selena. Talk to 
Minnow and tell him to tell the Skorl 
that Selena wants to see him. Stay in 
the kitchen until Minnow returns, then 
talk to him again. Ask him what the 
Skorl is interested in. Go back to the 
Wine Cellar and use the tongs on the 
bung. Go back to the kitchen and go 
right to the Passage. Talk to Minnow 
again and tell him to tell the Skorl that 
there is a leaking cask in the cellar. Now 
go up the steps to be above the Dining 
Room. Wait for the Skorl to leave the 
screen, count to ten and then go back 
to the passage. Go through the lower 
half of the Dining Hall until you reach 
the Gateroom. 

When you reach the Gateroom use 
the fat on the lever and wait for 
Minnow to arrive. When Minnow 
arrives, talk to him and then tell him to 
pull the lever. You need to operate the 
winch at the same time as Minnow 
pulls the lever. This takes a bit of prac- 
tice. Once you've successfully complet- 
ed that, go back to the Passage and go 
up the steps to be above the Dining 
Hall. Go right to the second half of the 
Dining Hall, save the game unless 
you're a brill fighter, and go up the 
steps to meet the monster on the 
Drawbridge It will take thirty hits to kill 
the monster. When he's dead, go left 
and — hurrah! — you've finished. 
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Baggsy I have that last banger r Harry. Mmmm. Pass the onions. Ooeer! Look at that 
jellyfish! Well what can I say! Thanks for the enormous amount of tips and tipulations 
that have been flooding in off late - you're really getting the hang of this aren't you? 
Don't forget, software prizes are up for grabs to anyone will a bit of skill, so keep -em 
coming. And the address is: Mr Tips, The One, 30-32 Farringdon Lane, London EC1R 3AU. 



DOOFUS 

Prestige 

Mt Alan Taylor has some codes for this 
'intriguing' doggy (or is that dodgy, ha 
ha ha) platformer. 

DZ15YS 

PH169JP 

ZR6189 

HK94DV 

RR13RV 

XH372T 

PK49FD 

KB15HL 

LV18PV 

BY87PV 



ACTION REPLAYS 

CANNON 
FODDER 

Virgin 

Recruits C00638-9 
Mission c00633 
Missiles c01fS3 
Grenades cOH4d 
Level C00627 

CHAOS ENGINE 

Renegade (or was it 
MicroProse?) 

Player one money c2208e 
Player two money c220be 

CODS 

Renegade (yes, I'm 
pretty sure it was) 

Number of men 225 
Health C97 
Money 1FB & B68 



MORTAL 
KOMBAT 

Virgin 

Credits c27f35 8. C28903 



very own Gavin Cameron would like to 
remind us all that you can play as Max 
(the last character) by holding the joy- 
stick in port 0 to the left while holding 
port 1 to the right for eight seconds 
Thanks, mate. I'd forgotten about that! 



BENEFACTOR 

Psygnosis 




FLY HARDER 

Kri sails 

Stuart Kent who hails from historic 
Winchester earns himself a little soft- 
ware prize for these codes from the 
Thrust -inspired fly about. 

PHOTON 

METAGRAV 

BLACKHOLE 



NIGHT SHIFT 
LucasArts 

Apparently, Adam Dowsett from Kent 
has just finished this rather interest- 
ing puzzle/platformer, and consider- 
ing it's recently been released on bud- 
get, why not print the young man's 
codes I thought. You got a problem 
with that? 

HA - Banana. PI - Pineapple, CH - 
Cherry. PL ■ Plum, LE - Lemon. 



BODY BLOWS 

TEAM 17 
\ What with this having iust been 
I released on budget. Aberdeen's 



Many thanks to, er... well, me actual- 
ly! Yes. I spent last night playing this 
excellent puzzle game, and here are the 
passwords I managed to uncover. 

UNDERWORLD 

6LRFIRMADM 

H2UPQTQLMP 

XTSORKRNQJ 

6ERFFKPDDI 

XGEICHFJDI 

67TGPHPCLD 

P3EEPRFFQS 

P4EA0EAE0 

XLUPOTZUTY 

BRUTAL 
FOOTBALL 

Millennium 

David Bent from Cheshire has sent in a 
list of codes for this violent kick-about, 
and here's a few to get you moving.. 
Division 4: 

game 6 -- NR8885JJJJJ4R4185W 
Division 3: 

game 3 Y949JQQQQQQY6Y0XX2 
Division 2: 

gamel — ZCC9PGLLLLL2222222 
Division 1: 

game 2 - YDPYJ3LLLLL2Y2Z2Z2 



Level 1 
Level 2 
Level 3 
Level 4 
Level 5 
Level 6 
Level 7 
Level 8 
Level 9 
Level 10 
Level 1 1 
Level 1 2 
Level 1 3 
Level 14 
Level 1 5 
Level 16 
Level 1 7 
Level 18 
Level 19 
Level 20 
Level 21 
Level 22 
Level 23 
Level 24 
Level 25 
Level 26 
Level 27 
Level 28 
Level 29 
Level 30 



BA BA BA BA 
CH BA BA LE 
BA CH PI PL 
PI LE PI PI 
PI PI LE CH 
CH PL PL PI 
CH PI LE BA 
PI BA PI CH 
PI LE LE CH 
LE BA PL PL 
BA PI CH PL 
CH PL BA PL 
PL CH BA PI 
PI CH PL BA 
PL PL PI PI 
BA BA PI BA 
BA PL CH PL 
PL LE LE PL 
LE PI CH PL 
CH PI PI CH 
LE CH PI PI 
' PL LE CH BA 
PL CH CH LE 
PL PI LE LE 
BA PI PI LE 
PL CH CH BA 
BA CH LE BA 
LE BA BA PI 
CH PL CH PI 
CH CH BA PL 



SUPERNOVA 

TRANSMITTER 

QUANT 

NEDGEOPOWER 





GULP! DEMO DISK 

ICE/The One 

Considering how long it took me * 
complete level one of our demo lew 
one last month. I thought I'd give yo> 
the second level's code just to make w 
you see it all! 
Just type 'DEICED' 

TANK 'INT STUFF 



A number of people have written in w* 
this, but young Christopher Jones fro* 
Barhill was the first to find a secret gw 
in our cover disk from the May issue 
Just pause the game and press N to 
balls galore. 

ZOOL 2 

Gremlin 

Lucan Briggs from Hampshire has foure 
that if you type in CREMOLA on the tit* 
screen, you get 10 lives. You can alv 
type TOUGHGUY (or invincibility, bw 
electric or spiked walls will still kill yn. 

CORRECTION 
POPULOUS 

Oops! I'm afraid to say that I made a 
bit of a mistake in our May issue, 
when I mis-transcribed 'Peter from 
Croydon's handy character code. It 
should have been: ADKITDMEVOD 
PXWTN — That's 'N' for Neptune 
folks Sorryl 




Swing low, sweet chariot. Co mm in' for to 
carry me home. Yep, once again Matt The 
Medic steams the stamps off your letters 
for later use, and tries to unravel the mys- 
teries of the universe. And all this while 
being great too. Or something. 



Dear Matt 

My wife insisted that I buy Loom, but 
we can't figure out anything after we 
leave the island We get past the 
whirl pool, but can't get anywhere on 
the second island Please help, our 
lives have become miserable 'again'. 
Long live Striker. 

Michael Bums, 
Scunthorpe. 

P.S. Get a shave 

Okay once on the island, walk to 
the Green Glass City and then left to 
the shepherds. You wont get past 
them, but that's okay. Now walk back 
and cast a camouflage draft on the 
workers in the tower. Now enter the 
tower and listen to the conversation 
Walk to the crystal and use it. Now 
use the bell on the right and look at 
the sphere — this will show you a few 
things, one of which is how to pass 
the shepherds. Hope that gets you 
moving. 

P S. Get a life, Mr Sad nothing-better 
to-do-thon-whte in to me' Burns. 

Dear Matt The Medic, 
In Ihe May issue you brought us the 
solution to Innocent Until Caught. It 
has been a massive help to me up 
until the point where you say "Go to 
the police station and talk to the offi- 
cer about a recent drugs bust, and in 
return he will give you a bag nf flour". 
Having tried this, I've failed to get the 
bag of flour. Is there something I'm 
doing wrong? 

Jason Bentley, 
Somerset. 

I went back through the solution and 
double checked that we hadn't left 
anything out. but as far as I can tell, 
as long as you really have followed 
this sequence step by step, you 
shouldn't have any problems. When 



solution. I actually went through step 
by step myself and did get the bag of 
flour. Other than that, if you're still 
having no joy, try the Psygnosis 
helpline on 0S1 707 2333 

Dear Doc, 

I have just bought Legend of Kyrandia 
for the Amiga. I gave Brynn my note 
and she told me to get the amulet and 
then find Darm I've done both of 
these and he says he'll help if I get him 
a quill. IVe found the last songbird but 
I'm now a bit stuck. Please help. 

Adrian Hodgkiss. 

Ipswich. 

To get the feather for the quill you will 
need to mend the bird's broken wing 
using the orange gem in the amulet. 
If you haven't already got this gem. 
you need to drop a number of nuts 
and pine cones down the hole in the 
middle of the forest. Once you've put 
everything down the hole, a large 
talking flower will appear (and no. I've 
not been smoking happy cigarettes) 
and give you the gem. As always, it's 
best to collect as many items as pos- 
sible and then save the game before 
you start lobbing things around. 

Please Mr Tipper (huh) 
Can you tell me how to get out of the 
chambers or cells on level 4 on 
Monkey Island 2 on the Amiga. 

Chris Woods, 
Midlands. 

Once you 're out of the crate, go right 
and up the stairs into the sign room 
Now go down the left passageway 
and you'll come to a set of carvings 
Remembering the words to the song 
your Ma and Pa sang to you in your 
dream, push the carvings marked with 
the correct sequence of bones from 
top to bottom and they'll swing open. 




MEDICATION REQUIRED 



nts any cheat* for VI 
ants to know how to g 
antia Alto, how do you 
that forest level in Furry of the Furrles where the 
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ten to help fellow Dubliner Ja 
problems. In the underwater 
of rocks and give them to the rock s 
all of cave) He should then give you s 
ou tte to the two hoops outside. The mud monst 
through it and leave some mud behind which yo 
Now go and get some sticks from the little holes 
coin that is lying around on a rock somewhere (J 
really!) Go to the wishing well and throw the c 
a helmet. Now go under the falling rocks wearing 
d go into the room and get In the bucket. At this 
mask using the mud and sticks... the rest is down 
Joe, a piece of sc 




find yourself In the hallway to 
LeChuck's throneroom. Ignore the 
locks and use the door to open the 
doggie door. Now you can Jim 
Morrison (what ? Simon I. 'break on 
through to the other side...' 

Dear Matt the Medic, 
I have now played Indy VI for some 
time now, and am really stuck like 
never before |how dramatic!. I'm in 
the model room in the labyrinth on 
Crete, having opened the 2nd door 
from the right using the stones (out 
of the 5 doors around the model). 
Through the 2nd door is a waterfall, 
and then a dead-end with some skele- 
tons on the ground with some 
Onchalcum balls (wa-hay!). From this 
point on, I really don't have a clue 
what to do Please help. 

Thomas Sabinsky. 
Denmark. 

Okay, it looks as though you've 
opened the wrong door (possibly just 
using the wrong combination with 
the stones) so to be sure that you've 
got everything right up to this point, 
we'll start from just before the map 
room... Place the sunstone, moon- 
stone and worldstone on the spindle 
(in that order) Align the rising sun 
with the horns, the full moon with the 
noon sun. the city with darkness, and 
then press the spindle to open the 
door, which you should go through. 
When confronted by Kerner. don't 
argue, just give him the stones and 
when he leaves, use the ship rib on 



right. When you've escaped the 
labyrinth, follow Sophia over to the 
Nazi U-boat. 

Dear Matt, 

I am completely stuck in Monkey 
Island 2 and would be grateful if you 
could help me. I have found all of the 
map pieces in part two but I don't 
know what to do next. I have taken 
them to Wally on Scabb Island, but he 
hasn't got his monocle to see with. 
Please help. 

Tim Stanbury, 
Preston. 

I've got three things to say to you 
Tim: The Lighthouse Lens. 



THE SURGERY IS 
NOW CLOSED 
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FEATURE 




Andy has collapsed under the pressure of 
having concocted SWOS two months on the 
trot, and so while The Clueless Celt lolls 
unattractively in a deckchair, Sensi Virgin 
Matt Broughton strolls purposefully (again) 
to the phone-box by Joe's whelk-stall, his 
mission to winkle-out gobbets of the fresh- 
est and tastiest kind directly from the 
mouths of those busy Sensible chaps. Have 
they, in fact, he wonders idly, done 
anything at all this month? 



Why do I get the feeling 
that everyone at Sensi is 
trying to avoid me? Is it 
perhaps that every time I've tried to 
make contact over the last week, as 
soon as I explain who I am, the mys- 
tery man on the other end of the 
phone puts on an unconvincing Turk- 
ish accent and tells me "Sorry, no 
one here. Sorry. No one here." and 
puts the phone down. 

Things improve a little when I get 
through to Martin, who acknowl- 
edges my existence, but politely 
informs me that . .everyone is real- 
'y busy at the moment, and probably 
won't be able to talk to you for 
another seven months." 

In a bold attempt to go directly to 
the Chris 'The man himself' Chap- 
man, I receive a message informing 
me that I have .i choice. Apparently, 
I can either have an exclusive demo 
of International Sensi and some 
screenshots of SWOS, but no inter- 
view, OR. an interview and some 
screenshots but no demo. A difficult 
choice I know, but with Chappers 
quite obviously up to his neck in 
'work', I tentatively suggest a new 
alternative whereby I get both the 
demo and the semen shots, but 
attempt to corner Jon Hare for our 
interview. BINGO' We appear to have 
scored an goal in the nick of time. 
Though the boy done* good. It's a 
game of two halves etc. . . 

Having progressed from 'Seeking 
Sensi' I find myself engaged in an 
'enjoyable' new game of 'Hunt the 
Hare'. In this contest, player one (the 
interviewer) tries to find fifteen min- 
utes in the life of player two (the 
interviewee) during which he 
can conduct a telephone con- 
versation. Feeling fairly confi- 
dent, I moved straight in for the 
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kill, only to be skillfully deflected 
away until five o'clock that after- 
noon. That's alright. I can wait. I 
know how to wait... 

Five o'clock cometh. The tape 
recorder is set up. and I'm feeling 
pretty sure of myself . I've rung me 
girlf. "Don't worry lover," I told her, 
"I'll be home in time for tea." Every- 
body's happy. That is. apart from Mr 
Hare, who has been delayed by a 
heavy luncheon and has requested 
half an hour's respite. Oh dear. 

The clock drags itself round to five 
thirty, but wait! What's this! Harry is 
using the only phone in the office 
that gives a good signal for the tape 
machine! Damn his eyes! Oh well, 
fair do's — it is his phone after all. 

Right. Five thirty seven. Let's rock. 
"Hi Jon, Matt here. Ready7" Oh. 
You're not. I see... 

Yes readers, once again, thwart- 
ed by the evil leader of the Sensi 
Syndicate. It would seem that this 
time he wants me to call him from 
home 'a bit later on' thus ensuring 
that I can't go out tonight, not to 
mention adding all sorts of other 
problems such as 'will the tape 
machine work round my girlf s' and 
'wilt her dad kill me for spending 
about £60 on his phone bill'. 

Unfortunately, there's no other 
time that Jon can do the interview, 
and so it is my friends, I find myself 
still sitting here in the office at 
seven o'clock, with one wasted 
evening, not to mention one over- 
cooked meal being thrown in the 
bin by one unhappy girlfriend. Well 
alt I can say is. THIS BETTER BE A 
BLOODY GOOD GAME! Sorry, I had 
to get it out of my system. 

(I'm so glad that we arranged this 
properly with Sensible Software. If 
we hadn't done so, it might have 
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Liverpool's manager fancies some new blood, and having examined the Lazio 
team form, has decided to make a bold attempt to buy Gazza for the sum of 
13m plus a swapsy of Ian Rush. When you considering (hat the eight bars by 
the player's value indicate their eight skill ratings, it doesn't take a genius to 
see why Gazza is worth £8M verses Rush's f 1.8m. Buy buy buyl 
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been a total shambles every month. 
God forbid.) 

And the band played on... 

WHAT'S GOING 
DOWN, DADDIO? 

Yes, it's happening! I'm finally speak- 
ing to Jon and, my word, what a 
month it's been. "We've just been 
trying to get things organised realty. 
We've got Sensi Golf. Cannon Fod- 
der updates and SWOS all to be fin- 
ished in the next two months! We 
also had to put together your Inter- 
national Sensi demo." Ah, but it was 
worth it wasn't it. No? Oh, alright. 
What about SWOS then? 

"Well we've been getting the 
transfer market in place, and trying 
to decide when you can view them. 
Because you'll have points where 
some players have played and some 



haven't, what we've decided is that 
you'll be able to go to the market 
after batches of games have been 
played. All this will be invisible to the 
gamesplayer because we're batch- 
ing as small as possible in order to 
get the best possible consistency to 
the game." 

Originally the lads were going to 
'bodge' their way through some of 
the transfer market sections, but 
then they decided to go to the other 
extreme and make it as accurate as 
possible. Chris Chapman has there- 
fore spent a huge chunk of his time 
synchronising all the competitions 
running in the SWOS universe and 
making sure that the information is 
constantly updating. 

"What we've been doing mostly 
this month has been really boring 
It's really technical and dull, but 
we've been trying to finalise how we 



F E A T U 



calculate players' form." At this 
point Jon offers to explain it to me, 
and like the fool I am. I say 'OK'. 
Thankfully, the tape machine cap- 
tured it all. so prepare yourself for 
an insight like never before... 

"Each player has seven skills; 
passing, heading, tackling, etc,, all 
scored out of eight. If you've got 
an Incredible player, he'll have a 
score of 56 (that's 7x8, multipli- 
cation fans!), whereas if he's really 
crap, he'll have a score of 7. These 
skills are set up on a position grid, 
so that if a player with good head- 
ing is placed as a centre forward, 
that position will fully utilise his 
heading skill, and will therefore 
double his heading skill points. 

"As an attacker, a player would 
have two hl-lighted skills, two low- 
lighted skills, with the rest remain- 
ing 'normal'. As an attacker, his fin- 
ishing and heading skills will be 
the most important, and therefore 
doubled. Of course, playing an 
attacking role, his tackling and 
passing skills would be halved." 

Yes, it certainly makes interest- 
ing reading doesn't it? Anyway, 
you get the idea... 'These stats are 
for calculated results only, or if 
you're just playing as a manager." 
Jon adds. 

Once you have the players' over- 
all skill score for his position, or 
'Gridded' skill, if s affected again by 
an eighth 'invisible' skill factor 
which acts as a sort of experience 
rating. If a player is promoted to an 
International position, he'll obvi- 
ously improve, whereas if he's rele- 
gated, his performance will suffer. 

"We then put his gridded score 
through this experience factor," 
Jon continues "which modifies it to 
give us a number between one and 
1 5. We then take all 1 1 of these 1 - 
15 scores, plus the raw scores of 
the ungridded subs, divide it by 15. 
and end up with the average team 
score which we call the 'Raw Team 
Data'. This is further modified by a 
'form curve' which rounds the fig- 
ure off based upon past perfor- 
mances. This gives you an overall, 
end of the day, all said and done 
score that is then pitted against 
another team who have similarly 
had their score calculated." Bloody 
hell. I've got a headache. 

EXCRUCIATINGLY 
HARD SUMS 

Of course, this only affects com- 
puter scores and manager-only 
games, so the thing I want to know 
(being a traditional type] is how 
will these skill points will affect the 
player if he's 'joysticking' it? 

"If you look at the Mega Drive 
version of Sens/, the star player had 
the ball sticking to his feel. In SWOS 
this would translate to a player 
with a high score for the 'Ball Con- 
trol' skill. This means that we can 




have eight different levels of 'ball 
stickiness' depending on the cur- 
rent players ball control rating." 

The key thing to bear In mind 
here, is that a player with a score 
of 'one' in all skills will still be a 
really good player — Sensi didn't 
want to have to disable players 
just to justify the feature — so you 
can still have fun without worrying 
about crawling around the field 
like a troop of brainless bananas. (I 
think you'll find that's bunch', 
mate — Harry.). 

"The skills should improve the 
actual playing, so with the skill 
'Finishing', when you aftertouch 
the ball, a good player score will 
just 'assist' the shot slightly. It 
won't be unnatural, it will just 
position it slightly to make It a 
more difficult shot for the goalie. 
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though the skill bar graphs may look as though they're all over the place, 
the player can still be of equal value as long as they are ployed m a posi- 
tion that optimises their Individual strengths and weaknesses. This is the 
magical 'gridded' strategy that Jon mentions. Quite a few limes 
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Top programming bod 
Chris Chapman was get- 
ting so sick of Andy 
chasing him for our 
cover demo that he took 
a day off just avoid him 
(not a bad idea, actual- 
ly!). Chris decided to 
unwind and watch some 
telly, and tuned into a 
Games Master re-run. 
Arid who should appear 
before him in all his 
I teller-headed glory? 
Yi-s! - AndyNirttall 
Chris is said to be recov- 
ering quite nicely, and 
should be out in time 
for Christmas. 



The goalie could still save it 
(depending on his skill, obviously) 
but if your shot Is off target, a 
good finisher might just help it 
creep in." 

Though Jon doesn't want this to 
overly affect the game, he hopes it 
will make the teams play in a more 
realistic way. Rather than Manch- 
ester United just being very fast, 
they should actually play to their 
positions, so Steve Bruce and Gary 
Pallister will be really good at tack- 
ling, and Mark Hughes will be real- 
ly good at finishing (and goal- 
hanging?) but not necessarily good 
at tackling. 

The team hasn't even started on 
the in-game stuff yet, as they're 
still concentrating on the menu 
systems, but Jon points out that 90 
percent of the in-game stuff 
already there, "...all it really needs 
is a bit of tweaking to add the 
skills and make sure they work. 
With the other stuff (transfers, 
player skills etc.) we've had to start 
from scratch. Building it up from 
nothing is what takes the time." 

'Next month: More of the same, 

only prettier. 

Thanks to Martin at Sensi for being 
an incredibly helpful dude this 
month. Cheers, man! 



Jon's dishwasher 
has stopped leaking 
now, although his 
wife washed the. 
kitchen floor the 
other day so Jon 
got his feet wet 
anyway. Ah, look at 
poor old Hoddle; 
only worth £400, Oil 
these day^H 






As with many management oames, you can s*nd cut scouts to look for 
potential bargains. By entering the amount of money you want to spend, 
xs well as specifying the skills you want the player to excel in, the com- 
puter scout will offer as many possibilities as it can find that match your 
criteria. Once again, a glimpse at the skill bar graph shows why Parker is 
one of the more expensive acquisitions. 
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Welcome back to the action. 
And bloody exciting it is 
too — Dominik's leading 
the League as we enter the third 
month but he's got two tough 
matches to get through in order to 
retain his position. We're all on the 
edge of our seats here, you know. 
Sadly, despite the Dead XI '% Swin- 
don Town of a season, there is no 
late transfer news because only one 
prominent figure has 'popped his 
clogs' recently, and we quite liked 
him. Anyway, on with the results... 



THE CLASSIFIED 
RESULTS 



CAME 16 

Musician's Union vs. Famous Addicts 
Obviously the two 'celebs' had been 
practising before this game because 
two goals were scored within the 
first 10 minutes. Dark horse (or 
should that be disgusting, ugly, sick- 
features pig?) Bjdrk (no relation to 
the pop star, of course!) put the 
Musician's Union one up, but Matt's 
joy was cut short a few seconds 
later as Jools broke through to level 
the scores. Bjdrk grunted obscenities 
at the ref after the award of a dubi- 
ous free kick and was shown the yel- 
low card for being lippy. The reliable 
Blandford hammered one home just 
before the whistle to tip the result 
in Jools's favour. 

ffesuft: 1-2 Scorers: Bjdrk (1-0), Jools 
(1-1), Blandford (1-2). Cautions: Bot- 
tom-faced Bjdrk (yellow card). 

GAME 17 

Chelsea vs. Liverpool CJC 
Tom went positively goal crazy dur- 
ing this match, leaving poor Chap- 
pers a tad dazed. The onslaught 
began with Budey's curved strike 
into the top corner of the net from a 
few yards into his opponent's half, 
(eat your heart out, Fashanul). Pea- 
cock followed up with a straight 
drive at goal in the second half and 
sealed the victory with a stunning 
header a few moments later. 

Result: 3-0. Scorers: Hurley (1-0), 
I Peacock (2-0), Peacock (3-0). 
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is becoming 
clear. Ah, 
but is it 
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GAME 18 

We Luv U Ingl'nd vs. Gotham Park 
Everybody knew where Scooby 
Dooby Doo was during this match — — 
loitering by the goal! His two well- 
placed volleys found the back of the 
net almost immediately, putting 
Jonny Jonny Hare in front. Clough 
was lucky to get away with a yellow 
card when he cynically hacked down 
Batman, but the penalty awarded to 
the Caped Crusader was more than 
enough compensation. Catwoman 
was also booked for going to toilet 
against one of the goal posts. The 
Penguin waddled down the wing 
and lobbed the ball over Jon's 
stunned goalie to level the score 
before Hirst thumped home another. 
Things looked desperate for Simon 
until the unequalled skill of Batman 
proved indispensable and Jon con- 
ceded a goal. A draw seemed likely 
but, sadly. Commissioner Gordon 
blasted in the winner only millisec- 
onds before the final whistle. 
Result: 3-4. Scorers: Scooby Doo (1- 
0), Scooby Doo (2-0), Batman (2-1), 
The Penguin (2-2), Hirst (3-2), 
Batman (3-3), Commissioner Gordon 
(3-4)Caut/ons: Clough (yellow card), 
Catwoman (yellow card). 

GAME 19 

The Red Machine vs. Catholic Family. 
Rik needed a right result in order to 
draw level with Dominik but unfor- 
tunately his slide down the league 
continued thanks to this narrow 
defeat. Things began badly as Dal- 
glish shimmied through Dom's 
defence to score but Nicholas 
replied by nodding in a fan-tastic 
cross and JFK forced home another 
soon after. JFK's celebrations were 
cut short when the ref took his 
name for flicking bits of brain at 
other players. When he argued, the 
ref showed the red card and ordered 
the American off for an early bath. 
Result; 1-2 Scorers: Dalglfsh (1-0), 
Nicholas (1-1), JFK (1-2). Cautions: 
JFK (yellow card), JFK (red card). 

GAME 20 

Musician's Union vs. We Only Sing... 
Matt's pathetic beard obviously hin- 
dered his footballing skills because 
Andy (who Is crap at everything 
except being Welsh) managed to win 
this The One grudge match. Torchy 
the Battery Boy received an early 



caution for shining his beam into 
the opposing goalie's eyes and com- 
pletely vom-inducing pig Bjdrk was 
also handed a yellow card for being 
ugly. Mr Benn magically appeared in 
Matt's area, catching Simon Le Bon 
completely off-guard. Soup Dragon 
fired home another a few seconds 
later to seal the victory for the 
whingeing old Welsh sod. 
Result: 0-2. Scorers: Mr Benn (0-1), 
Soup Dragon (0-2). Cautions: Torchy 
the Battery Boy (yellow card), 
Bjdrk (yellow card). Parsley the 
Lion suspended. 

GAME 21 

Dead XI vs. Liverpool CJC 
Before the competition. Harry 
revealed that he wanted to come 
"somewhere in the top ten" but if 
he carries on playing like a girl then 
the League may decide to suspend 
him for being crap. Chris Chapman, 
however, failed to capitalise on 
Harry's complete lack of talent as he 
only scored three. Our decrepit Pro- 
duction Editor obviously felt sorry 
for the Sens) representative and — 
yes, you've guessed it — scored an 
own goal for him. Barnes picked up 
a couple and Houghton nabbed 
another during the second half. 
Richard the Lionheart was given a 
red card for having a name which 
can be shortened to Dick. 
Result: 0-4. Scorers: Own Goal (0-1), 
Barnes (0-2), Barnes (0-3), Houghton 
(0-4). Caution; King Richard I, The 
Lionheart', (red card). 

GAME 22 

Gotham Park vs. Catholic Family 
The crunch match. It was obvious 
that both players were nervous: 
Simon was seen drinking bottles of 
whisky in the corridor before the 
match and Dominik turned up wear- 
ing a different pair of trousers (Lord 
knows what happened to his other 
strides). The game reflected the 
duo's worries, ft was a scrappy affair 
with both players missing absolute 
sitters. Dominik gained the advan- 
tage just after half-time and Simon 
was noticeably troubled (the uncon- 
trolled sobbing gave this away). 
Dominik extended his lead by one 
more with Torquemada heading In 
beauty. Predictably, the jammy git 
clawed his way back out of trouble* 
with a couple of boring goals from 
Commissioner Gordon. Result: a bor- 



ing bloody draw. 

Result: 2-2. Scorers: Nicholas (0-1). 
Nicholas (0-2), Gordon (1-2), Gordon 
(2-2). JFK suspended. 

GAME 23 

We Only Sing vs. Famous Addicts 
A nail-biting match, this. In total, 
eight goals were scored — a victory 
for football if nothing else. Bungle 
blasted home the first, followed 
quickly by a couple from Jools to 
put the Sensible Boy in the lead. 
Andy retaliated with a Torchy the 
Battery Boy hat-trick, but this wasn't 
enough to clinch victory. Both Mar- 
ley and Blandford fired home goals 
to bring the scores level. 
Result: 4-4. Scorers: Bungle (1-0), 
Jools (1-1), Jools (1-2), Battery Boy 
(2-2), Battery Boy (3-2), Battery Boy 
(4-2), Marley (4-3), Blandford (4-4). 
Cautions: Marley (yellow card). 
Parsley the Lion suspended. 

GAME 24 

Dead XI vs. Chelsea 
Vou could tell Tom fancied his 
chances as he sat down. Grinning 
like the Cheshire Cat, he kicked-off 
and scored within a couple of sec- 
onds, prompting a groan from Our 
Grandad. Again, Tom pressed up- 
field and scored another — a white- 
wash looked like a distinct 
possibility. Strangely, no more goals 
were scored — Is this a turning-point 
for Old Harry? Probably not. But at 
least he didn't score an own goal 
this time. 

Result. 0-2. Scorers: Stein (0-1), Pea- 
cock (0-2) King Richard I, The Lion- 
heart' suspended. 

GAME 25 

we Luv U Ingl'nd vs. 
The Red Machine 

When Charles fouled Heighway out- 
side the area, the crowd bayed for 
his blood but the ref turned a blind 
eye and awarded a free kick. This 
was enough for Rik who curled it 
over the wall and into the goal. This 
angered Jon who turned up the pace 
and played out of his socks. Clough 
scored a hat trick and Hirst picked 
up a couple to make the end result a 
onvincing victory for the nice Sensl- 
ile fellow. 
•Result: 5-1 Scorers: Heighway (0-1), 
Clough (1-1), Clough (2-1), Clough (3- 
rst (4-1), Hirst (5-1) „ ^ 



COMPETITIO 



WHAT DO POINTS 
MAKE? 

Each of your eleven players will 
gain plus or minus points 
depending on how their team 
played, as outlined below: 
Goalies: Score -1 point for every 
goal their team concedes or +5 
points for a clean sheet. 
Defenders: Score -1 point for 
every goal their team concedes 
or +3 points for a clean sheet. 
Mid-fielders: Score -1 points for 
every goal their team concedes 
and * 1 for every goal scored. 
Attackers: Score +1 point for 
every goal their team scores. 
Goal-scorers: Score +1 point for 
every goal they score, with an 
additional +2 points for every 
hat-trick. 

Yellow Cards: individual players 
score -1 point if they are shown 
the yellow card. 

Red Cards: individual players 
'score' -3 points if they are sent 
off. 

If one of your players is sus- 
pended from the league, then 
he'll score -2 points for every 
match he misses. 



THE TEAMS 

So who are the all-important 
managers then, eh? 

Simon Byron 
Gotham Park Rangers 
Andy Nuttall 
We Only Sing When We're 
Winning 
Matt Broughton 
The Musician's Union 
Harry Attrill 
The Dead XI 
Jon Hare 
We Love U tngl'nd 
Jools 

The Famous Addicts 
Tom Watson 
Chelsea 
Chris Chapman 
Liverpool CJC 
Domlnik Diamond 
Catholic Family 
Rik Henderson 
The Red Machine 



HOW ARE YOU DOING? 

Okay, here are the scores so far. Add up the scores 
for your players and keep the total number of 
points you accumulate until next month. Ta-ra! 
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-5 


+ 5 


0 
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Dennis Wise 


-5 


+ 5 


0 
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John Barnes 


•4 


+ 3 


-1 


84 


Jan Molby 


-4 


+ 1 


-3 


85 


Ray Houghton 


-4 


+ 2 


•2 


94 


Gerard Conlon 


+ 9 


+ 1 


♦ 10 
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Wolfe Tone 


+ 8 


+ 1 


+ 9 
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Torquemada 


4-8 


+ 2 


+ 10 


105 


Ron Yates 


+4 


-5 


-1 
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Steve Heighway 


+4 


-4 


0 
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Graham Souness 


+4 


-5 


-1 
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The Scarecrow 


+ 10 


+ 6 


+ 16 


5 10 


Comm. Gordon 


4-18 


+9 


+ 27 


H 11 


Batman 


+ 14 


+ 8 


+ 22 


£ 20 


Mr Ben 


+ 5 


+7 


+ 12 


5 21 


Soup Dragon 


+ 8 


+7 


+ 15 


S 22 
» 11 

30 32 


Tort hy (TBB) 


+ 5 


+12 


+ 17 


Peter Gabriel 


+ 10 


+ 1 


+ 11 


Bjork 


+ 11 


+ 1 


+ 13 


M 33 


Sting 


+ 14 


+1 


+ 15 


42 


Icarus 


0 


0 


0 
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Ned Ludd 


0 


0 


0 
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W.A. Mozart 


0 


0 


0 


53 


David Hirst 


+11 


+11 


+ 22 


54 


Lee Sharpe 


+ 8 


+8 


+ 16 


55 


Nigel Clough 


+ 9 


+ 13 


+22 


64 


Sid Vicious 


+3 


+ 6 


+9 


65 


Jools 


+ 6 


+ 8 


+ 14 


66 


Jamie Blandford 


+3 


+7 


+ 10 


75 


Gavin Peacock 


+4 


+7 


+ 11 


76 


Mark Stein 


+3 


+ 6 


+ 9 


77 


Craig Burtay 


+4 


♦7 


+ 11 


86 


Peter Beardsley 


+ 1 


+4 


+ 5 


87 


Ian Rush 


+ 3 


+4 


♦ 7 
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Steve MtManarnan 


+ 3 


+4 


+7 


97 


Charlie Nicholas 


.13 


+ 6 


♦ 19 


98 


JFK 


+ 15 


+5 


+ 20 


99 


The Singing Nun 


♦ 10 


+ 4 


+ 14 


108 


Kevin Keegan 


+8 


+ 2 


+ 10 


109 


Kenny Dalglish 


♦ 11 


+ 3 


+ 14 


110 


Roger Hunt 


+ 15 


+ 2 


+ 17 
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I've got the chills, they're multiplying. And 
I'm loosing control. 'Cause the power 
you're supplying — It's electrifying. Matt 
Broughton doesn't think up very good 
intros, but by God does he know how to 
review Public Domain software. 
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TEMPORAL 
MISPLACEMENT 

17 Bit Software, 

Disk 3110 

It's my dad's fault that I'm here, real- 
ly. When I was about seven, he 
brought home one of the Apple H's 
from his work, and that was when 
my life changed. Gone was the 
happy child who ran in the garden 
with the sun streaming through his 
healthy head of hair; replaced by a 
square-eyed, sleep-deprived saddo, 
who'd rather spend his entire Sum- 
mer holiday playing Apple Trek or 
Lemonade than run stark naked 
through the back garden like every- 
body else (are you sure about that 
last bit? — Simon.). 

And why this sudden nostalgia 
trip? Well, it's because I don't think 
I've seen a text adventure like this 
since 'the good old days'. Of course 
the funny thing about those so- 
called 'good old days' is that when 
you actually look at anything you 
remember rather fondly, you sud- 
denly realise that 'the good 
old days' were actually 
quite crap. 

Here's a prime example. 
Many times I've thought 
back to those happy days of 
text adventures and the 
time spent pulling huge 
tufts of hair out because it 
won't let you 'take plank', 
only to find later that this 
isn't because you 
haven't solved a puzzle, 
but because the game 



only recognises 'get plank'. AAR- 
RGGM Happy days indeed. 

And what's this before me? Well 
blow me down if it isn't a 90s ver- 
sion of the aforementioned 'fun'. 
Yes Temporal Misplacement is a text 
adventure, tarted up with some 
black and white digitised graphics 
and the occasional sampled 'hello'. 
And what's more it's temporally 
misplaced. Not alf ! 

"You are standing at the south- 
ern end of a large, near empty car 
park. There is an icy chill in the air 
and a slight breeze whirls pieces of 
discarded paper around your feet. 
You can see: A Crumpled Security 
Pass." TAKE SECURITY PASS... 'Take 
is not in my vocabulary." PICK UP 
PASS... "Pick is not in my vocabu- 
lary." GET SECURITY PASS... "Secu- 
rity Pass is not in my vocabulary." 
GET PASS... "Pass — taken" HOO- 
BLOODY-RAYH Have I won yet? 

Now I remember why people 
don't produce these text adventures 
anymore... 
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OVERLANDER 

17 Bit Software, 



t was a bit of a gil when I was a teenag- 
er. Still am, really. Apart from drinking 
too much cider and snogging lots of 
innocent girlies on holiday, I tricked 
some of my closest friends into giving 
me money just so I could get my hands 
on Spectrum games that I couldn't 
afford otherwise. 

One particular example springs to 
mind, where I convinced a 'mate' that 
we should form a 'games club'. Mem- 
bership to this club would include such 
perks as being able to pay half towards 
any games I fancied, as well as being 
allowed to "come round my house and 
play them whenever you fancy" — it 
proved too much for such weak minds. 

So anyway, thanks to my mate's 
particularly soft and gullible grandad, 
there I was — only days after thinking 
up the idea — plodding down to Boots 
with someone else's money clenched 
tightly in my criminal-like grasp. And 



how did I choose to celebrate? Well. I 
went out and bought Ocean's Moon 
Alert for my Spectrum. And jolly good 
it was too. 

Well at least now you know why I've 
been prattling on for 176 words (I've 
just counted, honest) because this is 
an excellent-looking clone of the afore- 
mentioned game. 

Though some people will know the 
game better from the old arcade ver- 
sion called Moon Buggy, the concept 
itself should be familiar. You have to 
drive a small buggy across a horizon- 
tally scrolling lunar surface punctuat- 
ed by craters, rocks, mines and areas 
of fire. Your buggy comes complete 




with the latest in jumping accessories, 
as well as packing horizontal and ver- 
tical fire power — the latter being used 
to hold off attacking alien craft which 
appear periodically and do their best 
to blow you up or, more 'gitishly', 
bomb chunks out of the road surface 
In front of your bug. 

The presentation is superb through- 
out, with three different sound tracks 
to choose from (one of which sounds 
suspiciously like Psygnosis' A/rfro). and 
colourful graphics sporting three lay- 
ers of parallax. 

As always, the simplest ideas are 
the best. And this is one of them. 




8% 




WORLD DARTS 
CHAMPION 

PD Soft 
Assassin 
Disk 156 
(with 
Quackers 
and Karate 
Champ) 

I've selected this game out of the 
three appearing on Assassin Disk 1 56 
mainly because it was the only one 
that was any fun, and also because 
the other two were so crap that it 
hurt my head having to think of 
things to say about them. 

World Darts Champion is (when 
you strip it naked and be brutally 
frank) nothing more than a reactions 
test, with a bit of mental arithmetic 
thrown in for good measure. 
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You can initially set the options 
for either a one- or two-player game, 
as well as selecting either 301 or 501 
games played over one, three five or 
seven legs. You can also change the 
speed of the hand. (Hand? What 
hand? — Simon) Ah. let me explain... 

The actual match is shown with a 
hand moving in diagonal lines across 
a board. You see the flights of the 
dart in the hand (you know, the 
feathery bits) which act as a cross- 
hair for your shots. It's fairly simple 
really; when the cross-hair is over the 
number you want, press fire. A score 
display by the side of the board lets 
you know what your total while a 
digitised voice announces any really 
decent scores ("one hundred and 
eighty!" etc.) 

The computer's turns are shown 
side-on 'camera viewed' with your 
strangely-drawn opponent doing his 
thing, and displaying ever-increasing 
intelligence as you work your way 
through the quarter and semi-finals. 

The thing is.,, that's it! It sounds 
very dull I know, but all I can say is 
that for some reason I keep coming 
back to play it again . I don't nor- 
mally go in for really ploppy games, 
but there you go! Anyway, here's the 
mark, so shut up 

169% 



ROB'S GAAAES 

17 Bit Software, 

k 3039 

This is an excellent little compilation, 
with a handful of games that seem to 
be completely unrelated except that 
they are mostly pretty bloody good! 
First up is Dynamite War; a Dynablaster 
game for up to five players. Unfortu- 
nately, there arc only human players in 
this game, and the enemies are fairly 
limited due to the amount of screen 
space actually free (with five players 
and a lot of bricks, there's not much 
room to start with). 

Initially, you have to spend time 
blasting yourself a way through to the 
other players, but during this time 
you'll also uncover a number of power- 
ups such as shields and speed, as well 
as increasing the number of bombs 
allowed on-screen at any one time. The 
bad news is that quite often you'll also 
uncover weird 'slime creatures' that 
ooie around the place in a deadly man- 
ner. Forgetting the opposition for just 
a minute, you're generally your own 
worst enemy as you walk into poorly- 
timed explosions or get caught up in 
chain reactions. Overall this is an excel- 
lently presented game, but not as much 
fun for one player as it would be with 
a few chums. 

It's time for Scorched Tanks, one of 
my personal all-time favourite PD 
games. This is based around the old 
'two tanks trying to shoot each other' 
scenario, only beefed up with an 
impressive armoury of nasty weapons 
and shield facilities. You can play with 
up to four tanks, with any variation of 
human, robotic or cyborg opponents. 

There's not really any way to explain 
this game as it's extremely simple — 
just requiring you to work out trajec- 
tories etc. — but once you get hold of 
some of the awesome weapons, 
you'll definitely have a good time 
(and I should know because I've 
just spent hours playing Scorched 
Tanks with Harry and Andy! 
Guess who won eh?) 




Turbo Hockey is the only duffer in 
the compilation. It's a sad two-player 
top-down affair — in fact, it isn't real- 
ly worth mentioning at all. so I'll stop 
right there... 

Cardr is a very well presented selec- 
tion of four popular card games, with 
simple graphics and simple controls. 
Though this doesn't sound particularly 
exciting, if you want a decent card 
game for your Amiga, you'll find some- 
thing interesting here. 

Thrust is a brilliant conversion of the 
popular oldie, with you rotating and 
thrusting your little ship around stark 
locations in an attempt to find and 



retrieve 'a little ball thing'. It's all about 
momentum and the laws of gravity, 
and a lot more fun to play than I'm 
really making it sound here. It's one of 
those rare games that really gets you 
panicking, but of course, you'll have to 
play it to appreciate it. 

Overall. I'd recommend this package 
immediately if only for Scorched Tanks 
(which, if you haven't quite realised, is 
my all-time favourite PD game of all- 
time), but with a few other interesting 
games in there, it's an absolute barg. 
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ANT WAR 



1/ Bit bortWcirc, 
Disk 3082 {2 Disks) 

Ant War is a bit of a strange one. 
really. It doesn't resemble any game 
I've played before, combining bits of 
Lemmings with, er„. well, other 
things that I can't quite put my fin- 
ger on. 

In its simplest terms, it's a two- 
player game, with each person con- 
trolling a small army of ants (or 
infanfry — groan!) You can deploy 
your ants, one by one, onto an over- 
all landscape complete with iem- 
m/ngs-like land marks and generally 
weird obstacles. Each ant is able to 
perform a number of actions; walk- 
ing, shooting, building bridges, 
chopping through obstructions, etc. 
and you can decide to use as many 
or as few as you like. 

Ant War is played in turns, with a 
number of points being available to 
each player to spend on a single ant 
or spread out across an army. Most 
of your time is spent negotiating the 
weird landscape, and when the 
enemy is finally spotted, it's time to 
get your guns out and do some real 
damage. 

Of course, the other player Is 
doing much the same, working his 
way towards you. but not necessari- 
ly along the same path — there are a 
number of levels of height on each 
level. You can expect to use a few 
ants as bridges, a few miners, and a 
couple of trekkers on each level, but 
it all generally ends up with you just 
facing the enemy and shooting each 
other. This part of the game is con- 
trolled by entering an angle to shoot 



at, and a strength (sounds like 
Scorched Tanks again — only not 
quite as groovy!) 

At the end of the day, this is an 
interesting attempt to produce 
something a bit different to the 
norm, but doesn't really work — 1 . 
Because its a two-player only game. 



roprr :€!-!»■>■» sa 



you've got to find someone who 
wants to play with you (chortle) and 
2. because it comes out as a bit too 
limiting, with only a couple of things 
to do throughout the game. 

I commend the programmers on 
their pre°-game presentation (you'd 
never believe how many different 
logos the company have) but as 
interesting as these two disks may be 
to browse through, there's not real- 
ly too much of a game to get your 
teeth into. 
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PD PEOPLE 
• PD Soft, 1 Bryant Ave, 
Southend-On-Sea, 
Essex SSI 2YD 
Telephone: (0702) 466933 

• 1 7 Bit Software, 
1st Floor Offices, 
2/8 Market Street, 
Wakefield WF1 1DH 
Telephone: 
(0924) 366982 / 




Try out all the latest, greatest games 
at LIVE '94, the UK's most exciting consumer 
electronics event. 





Meet the big names. Nintendo. 
Commodore/Amiga. Panasonic 3DO. 
Philips CD-i. Sega. Enter the Games Zone. 
Put the hottest new games from all the top 
software writers to the test. 

See the Nintendo Challenger and 
Panasonic 3DO Showliner. Quiz the gurus from 
your favourite magazines* in the Games 
Arena. Get the lowdown on some incredible 
tips, hints and cheats. 

Experience Capital Radio Live at 
LIVE. Capital Gold concerts. Dolby Home 
Cinema Promenade. TV Times Live Television 
Studio. Young Newspaper Feature. BPIA Future 
of Photography. Yamaha/TES National Youth 
Rock & Pop Awards. Focus on Multimedia. 

? 

Get your hands on a ticket. Phone 
the LIVE hotline or return the coupon now. 
Remember - if you're under 16, you must 
have an adult with you at LIVE '94. 







THE CONSUMER ELECTRONICS SHOW 

EARLS COURT • LONDON 
20-25 SEPTEMBER 1994 



LIVE HOTLINE: 
0891 500 103 



Calls cost 39p per minute cheap rate and 
49p per minute at all other times. 

Please tell me more about LIVE '94 and 
how I can get a ticket to the UK's most 
electrifying event. 

Name: 

Address: 



Postcode: 



El 



Please return this coupon to: 
LIVE '94, News International Exhibitions Ltd. 

Europe House, World Trade Centre, 
St Kalharine-by-the-Tower, London El 9AT. 



"The top |ournos from Mean Machines, Sega Magazine, Nintendo 
Magazine Syilem, Computer dnd Video Gomes, PC Review, CU 
Amiga, The One Amiga and PC Games will oil be there. 



TO THE ONE TO 
GET ONE FREE! 
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Fed up? Bored? No social life? Then fear not. dear reader, for we have the answer to all your 
problems. It's called The One and it's available without a prescription from most good 
newsagents. As every discerning Amiga owner knows. The One is Britain's biggest and best 
Amiga games magazine. Every month The One gives you: 

• The hottest news and the best exclusives - you'll know 
about it first because we know about it first! 

• In-depth and unbiased reviews of all the latest releases! 

• Regular hints, tips and cheats to help you get the most out 
of your games! 

• Comprehensive coverage of the PD and budget 
games scene! 

9 The best and most exclusive demos in the business! 
9 The odd crap joke and a spelling mistake or two! 

Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend 
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don't want 
that - and we're sure you don't either - which is why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom- 
ing the biggest craze to sweep the nation since chasing a massive wooden hoop down the 
road with a stick. 

9 You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 

0 You guarantee your copy of The One every month! 

9 Your copy delivered to your doorstep free of 
charge - before it's available in the shops! 

There really is only One magazine you need. Subscribe now and claim your Team 17 game. 
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• Body Blows Galactic 

"Just about the best beat- em up available." 
Simon Byron, The One January 1994. 
Overall Score 87%. 

Worth £29.99 A1200. £26.99 AS00/600. 

• Allen Breed 2 

"Allen Breed 2 truly is one of the best arcade 
blasters available... terrific fun to play." 
Simon Byron, The One December 1993. 
Overall Score 91%. 

Worth £29.99 A1200, £26.99 AS00/600. 

• Superfrog 

"Glumphl" 

David Upchurch, The One April 1993. 
Overall Score 93%. 
Worth £26.99. 



O Overdrive 

Take the driver's seat in 4x4's, Buggies, Supersports 
and G.P. Cars and race aroung twenty gruelling 
courses across five different terrains. 
Overall Score 83%. Worth £25.99. 

• SPECIAL EDITION DOUBLE PACK 
Alien Breed Special Edition 

"If you didn't pick up Alien Breed the first time 
around then buy this Special Edition now." 
David Upchurch, The One January 1993, 
Overall Score 88% 
Project X Special Edition 

"If you don't already own the full-pricer then don't 
buy another game until you've snapped up this." 
Simon Byron, The One August 1993. 
Overall Score 92%. 
Worth £21.98. 






YOU'VE NEVER HAD IT SO GOOD! 



A Subscription to The One 
(12 issues including postage) 
costs only: 

U.K, BFPO £47.40 
Overseas - Surface mail <49.00 
Europe, Eire - Airmail £50.00 
Overseas - Airmail Zone 1 f 75.00 
Overseas - Airmail Zone 2 283.00 

Your software choice is mailed separately 
to your first issue. Please allow 28 days for 
fulfilment. 

FREE SOFTWARE IS ONLY AVAILABLE TO U.K RESIDENTS. 
OFFER CLOSING DATE 27TH APRIL 1994. 



To place your order simply complete the coupon below and send to: Tower Publishing. Tower House, Sovereign Park, Lathkill St, Market 
Harborough. Leicester LEI 6 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 

[the" 6 n e"a aaTg a "sVbYcrTption" or der'for m] 



I SUBSCRIPTION RATES (12 issues including postage) 
| (Please tick) 



□ 



£47.40 UK'BFPO 



£75.00 OVERSEAS ZONE 1 AIRMAIL 



J £50 AIRMAIL EUROPE/EIRE 

J £83.00 OVERSEAS ZONE 2 AIRMAIL 



J 



£49 00 OVERSEAS SURFACE MAIL 



METHOD OF PAYMENT 



I 



(Please tick) 



I 



CREDIT CARD 



□ 



CHEQUE 



P 0 INTERNATIONAL MONEY ORDER 



Make cheques payable to: EMAP IMAGES LTD. (Access. Visa. Amex. Doners Card, and American Express accepted.) 



Signature:. 



I 

| Card no: 

I 
I 
I 
I 

I —J BODY BLOWS GALACTIC (A500/A600) Source Code El 1 
j OVERDRIVE (ALL AM I GAS) Source Code E1 3 
|CJ ALIEN BREED 2 (A1200) Source Code E17 



Expiry Date : 



PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one bo«> (Offer available to UK residents only): 



J BODY BLOWS GALACTIC (A1200) Source Code E16 
J SUPERFROG (ALL AMIGAS) Source Code E14 

J PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION. E15 



ALIEN BREED 2 (A500/600) Source Code E12 



X 



I NAME: „ h - ~ ~ - h 

ADDRESS HHtiMHtM Mlllfft«ltlMt*MH*lfM44itHf*l*l4)*fMli»»H<flH*i»fM«4»»*t)»fltf<)tHf*l»tt4»f t*ti)rtfl«tll*»»frt 



I 



I POSTCODE: TELEPHONE .. | 

I PLEASE SEND THIS COUPON TO: 

| TOWER PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL ST, MARKET HARBOROUGH. LEICESTERSHIRE, LEI6 9EF. Tel. : (0858) 468888. 

I Please allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified. 

| Free software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative game. | 

| Tick here if you do not wish to receive any direct mail that EMAP Images Ltd feels may be of interest to you. OFFER ENDS 28TH JUNE 1994. 
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RECOMMENDED 



We went to say good-bye to the sea when the sun was low enough to be doing some 
intricate golden things with the water. Harry said that if we were lucky we might find 
some semi-precious stones washed-up at the edge of the tide. So we searched among 
the shining pebbles, half-heartedly at first, for bits of amber, citrine and carnelian. Then, 
Simon stopped us all in our tracks with a shout. "Hey, I've found something fan-tastic. rr 
We crowded round excitedly. "It's Elfmania! Look, see how it shimmers with a fiery 
hue!" Just then Andy exclaimed. "Dolgellau! I don't believe it, it's James Pond 3, glow- 
ing even more temptingly than a pint of mild!" And almost at once Matt squawked. 
"Blimey! If I'm not mistaken, that imperishable hunk of burning crystal yonder is in fact. 
Bump 'N' Burn!" We decided at once to take these precious games back to the office, 
polish them lovingly and set them forever in 24 carat Recommended. And here they are. 



Alfred Chicken 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mind scape 
October 1 993 
1Mb 
£26.99 



although nol as good-looking as some of the recent 
nock of platform games, Alfred scores over many of Us 
rivals by simply being Incredibly playable. There are 
tons of secret rooms and bonuses to find and. generally | 
speaking, you'd be hard pushed to And a better no- 
nonsense platform romp. 
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Brutal Sports Football 



Publisher: 
Issue Reviewed: 
Momory: 



Ace: 



Millennium 
November 1993 
1Mb 
£25.99 



It's been a long time since Speedball 2 set the pace In 
fantasy sports games, and while Brutal Sports Football 
doesn't quite make the Bitmap game obsolete H's a 
worthy companion piece. It's extremely violent, with 
spurts of blood flying everywhere and even the 
occasional decapitation. You have been warned... 



Alien Breed 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
December 1993 
1Mb 
£26.99 
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Team 1 7 return to familiar territory with this, the sequel 
to the game that first established the company as one 
of Britain's leading Amiga developers. It's more of the 
same Gauntlet -esque bug-hunting action basically, but 
bigger, busier and blastier. Some have complained it's 
too easy, though... 

Beneath a Steel Sky 




0/ Bubba 'n' Stix 

Q Publisher: Core Design 

Issue Reviewed: January 1994 

Memory: 1Mb 

Price: £23.99 

Another platform gome from Core Design? Surely not! 
We shouldn't moan, though, especially if they re as well 
designed as Bubba 'n' Stbt. Yes. it's a bit short, but It's 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a brilliant vein 
of humour running through it all. Fantastic stuff, when 
all s said and done. 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
November 1 993 

1Mb 
£29.99 



Revolution's latest has been produced In collaboration 
with comic artist Dave Gibbons, and if ever there was a 
match made In heaven, then this is it. The result is a 
stunning graphic adventure which might lack humour 
compared to Monkey Island — but more than competes 
in every other department. 

Body Blows Galactic 

Publisher: 
Team 17 
Issue Reviewed: 
Memory: 
Price: 




q/\q/ Bump 'N' Burn 

f i Qpublisher: 



Issue Reviewed: 

Memory: 

Price: 



Grandslam 
June 1 994 
1Mb 
£25.99 



87% 



91% 



Addictive 3-D racing as this Super UarioKart-with- 
knobs-on screeches on to the Amiga. Death Race 2000 
In a chucklesome cartoon style, with amazing weapons 
to blast your way through eight levels of super-charged 
chicanery, make Bump 'N' Burn a must for those who 
always thought that all Scalectrix lacked was a bit of 
mindless violence. 

Cannon Fodder 



December 1993 

1Mb 

£26.99 



Yet another sequel from Team 1 7 which does for street 
flghtln' what Allen Breed 2 does tor bug huntln'. Body 
Blows Galactic Is 'the business', boasting much 
smoother animation — the characters no longer 
move like Scott Tracy — faster action, animated 
backgrounds and enhanced sound effects. 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
December 1993 
1Mb 
£29.99 



War. according to the Sensible boys, has never been so 
much fun, and we have to agree — Cannon Fodder Is 
one of the most enjoyable games we've played in 
yonks. It may look like a fairly simple run-around and 
btast affair, but there's a surprising amount of strategy 
needed if you're to make it through to the end. 



R E C O 



D E D 



Ch'ship Manager Italia 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Inlelek 
March 1994 
1Mb 
£17.00 



89% 



90% 



Although the main difference between this and the 
other Championship Manager games Is that you get to 
take control of clubs with tunny names, the reduced 
price and Increased running speed earn this a 
respectable mark. Novices may have a bit o( trouble 
getting to grips with It but for the rest of us H's fab. 

Elfmania 

Publisher: Renegade 

Issue Reviewed: June 1994 

Memory: 1Mb 

Price: £25.99 

Mortal Kombat comes to the elf-kingdom and gets Its 
teeth klcked'ln by a gorgeous glrly with pointy ears. 
Elfmania makes all other beat 'em-ups on the Amiga 
look pretty crappy — and the introduction of strategy is 
truly Inspired. We were completely gobsmacked. It's the| 
best ever. Honestly. 




91% 



F1 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Domark 
February 1 994 
1Mb 
£25.99 



90% 



From the French geezers who brought you Vroom 
comes this, the official Fi licence. To be honest It's 
basically Vroom all over again but slightly faster, (as if 
it needed to be!) and with a superb two-player mode. 
Although not realistic enough to satisfy a true F< buff, 
it offers incredible thrills and spills to the arcade lover. 



Frontier: Elite 2 



~~-4* — 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



GameTek 
November 1993 
1Mb 
£34.99 



96% 



We've waited a long, long time for this, but it's been 
worth every minute of It. Frontier is, quite simply, the 
game you bought your Amiga lor. Admitted. It's not Iho 
most 'beginner friendly' game ever, and it takes a while 
to get its hooks into you, but when It does It won't let 
go for years. A must buy. 

Fury of the Furries 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



90% 



Mind scape 
January 1994 
1Mb 
£29.99 



A puzzle/platform game very similar to The Lost Vikings, 
Fury of the Furries offers 100 levels of mind-bending, 
reflex-testing action as you use your three cute Tinies In 
various permutations to reach each stage's exit. Believe 
us, it's as addictive as hell. 



* r 




Heimdall 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core Design 
April 1994 
1Mb 
£34.99 



Heimdall 2 Is without a doubt, the best of its kind. It's 
got |ust the right balance between action, adventure 
and puzzle solving with a smattering of humour In all 
the right places. Blood, runes, ores and great dollops of 
magic will keep you on Lokl's trail. In the company of a 
fetching Valkyrie sauclly-named Ursha. 



91% 




Hired Guns 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosls 
September 1993 
1Mb 
£29.99 



You may not think you like RPGs but If so then you 
probably haven't played Hired Guns — It truly Is an RPG 
for everyone. Using a Dungeon Master-style control 
system you must guide four futuristic mercenaries 
around complexes blasting all and sundry and solving 
puzzles. Violent and fun 



89% 



Jurassic Park 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Ocean 
October 1 
1Mb 
£26.99 



An Ocean film conversion with not a platform In sight? 
Shurely shome mlshtake? Nope — taking a pinch of 
The Chaos Engine and mixing it with a couple of 
spoonfuls of Legends Of Valour, JP turns out to be a 
game worthy of the licence, with arcade action a-plenty. 
Deserves to be a smash. 



90% 



James Pond 3 

0 Publisher: 




Issue Reviewed: 

Memory: 

Price: 



Millennium 
June 1994 
2Mb 
£29.99 



The third Pond piatformer Is huge. And bloody fast. In 
Operation Starfish Pond weighs in with a leaner, 
meaner, Sean Connery of a performance to surpass his 
cute Roger Moore in Robocod. OK, so there's btt less 
colour but bags more character and the gameplay Is 
infinitely more taxing. The ultimate Pond adventure! 



90% 




K240 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Gremlin 
May 1994 
1Mb 
£29.99 



The best strategy game since Dune 2, K240 Is a btt like 
Populous with asteroids. From your base-asteroid it's 
up to you to discover more, colonise 'em, exploit 'em, 
and defend everything you've got against aliens In a 
race for galactic domination. Build fleets, blast aliens, 
mine stuff. The gameplay Is brilliant and we love M. 



Genesia 



Publisher: 

Issue Reviewed: 

Memory: 

Price: 



Mindscape 

January 1994 
1Mb 
£29.99 



This is a huge 'society building' game very similar to 
The Settlers. Starting off with a tiny tribe of people, you 
must use their various skills lo build a thriving 
civilisation. It's not as easy to get into as The Settlors, 
but offers greater rewards for those who persevere. 




Q4%) Liberation: Captive 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price; 



Mindscape 
December 1 993 
2Mb (CD32/A120O only) 
£34.99 

Yes! Here It Is — the first CD32 game to enter 
Recommended. And deservedly so — Liberation Is a 
brilliant, atmospheric RPG with one of the sexiest 
Intros you're ever likely to see. Really shows off 
Commodore's capabilities to the full. 



C 
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R E C O 



D E D 



The Lost Vikings 



90°/c 



Publisher 
Issue Reviewed: 
Memory: 

Price: 



Interplay 

June 1993 

1Mb 

£25.99 




90% 



Premier Manager 2 



The Lost vikings is an arcade adventure. You have throe 
characters under your control, each ot which has 
different abilities, and you have to use them in the right 
order to solve the putties. And we reckon it's one of the| 
best of last year's releases. 



LUJM 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Gremlin 

September 1993 

1Mb 

£25.99 



It's not every day you hear us raving about a football 
management sim, so when we do you can bet It will be 
pretty special — as Premier Manager 2 is! It's full of 
featuros and options, yet still marvellously easy to gel 
Into and play. If you fancy taking your team to the top d< 
the loague then here's where to come 



Mega Motion 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Black Legend 
April 1994 
51 2K 
£19.99 



86% 



90% 



One of the most rewarding and brain-teasing games 
we've played for ages. The concept Is simple and the 
animation fab. It reminds us a bit of Bouidordash but 
it's not derivative. Only available as part of a two-pack, 
the other game being Statu which wo rate at 84% and 
Just misses Its own entry. Stonklngly good value. 



if! | 

• rr.r 




Puggsy 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
March 1 994 
1Mb 
£34.99 



On the surface, Puggsy looks like a slow platformer 
with not much going on, but H you spend a tow minutes 
learning the game mechanics and experimenting with 
the Total Object Interaction, then you'll discover a 
beautifully animated arcade adventure with fantastic 
graphics and sound. 



Microcosm 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
January 1994 
2Mb (CD32 only) 
£TBA 



86% 



88% Qwak 



Okay, so basically It's little more than a basic 3D shoot* 
em up In the Space Harrier mould, but as far as 30 
shoot -'em-ups go it's just about the best-looking one 
you could possibly imagine. And it plays pretty well too, 
although the joypad doesn't half make your thumb sore. 
All rt really lacks is variety. Ah well 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
November 1 993 
1Mb 
£12.99 



Qwak may be '|ust' a budget title but it's completely 
brilliant which is why It's found a home here amongst 
the Recommended! . It's a one- or two-player Bubble 
Bobble-style game, with the aim being simply to amass 
points on your platform -tilled odyssey through the 
kingdom ot cuteness. Simply marvellous. 



Micro Machines 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Codemasters 
October 1993 
1Mb 
£25.99 



89% 



g ^ (y Second Samurai 



No-on« guessed that the Codies would beat Team 1 7 in 
the top-down racer Grand Prix but by golly they have! 
Although Micro Machines isn't quite as groovy In one- 
player mode as Overdrive, it compensates lor this by 
having the best two-player action you're every likely to 
see. It's got to be played to be believed. 



/ 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
December 1993 
1Mb 
£29.99 



Although perhaps looking a little too similar to the 
original First Samurai, this sequel is a far better game. 
The hero doesn't movo quite a nuidly as he used to but 
he's still pretty nifty with his sword, and the tighter level 
design and less oblique puzzles make for a much more 
entertaining experience all round. 



Mortal Kombat 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
January 1993 
1Mb 
£34.99 



89% 



90% 



Top marks to Virgin and Probe Software tor coming up 
with arguably the most accurate coin-op conversion 
seen In a long time. Everything from the arcade original 
Is here • the graphics, the sound and, most importantly, 
the gameplay ('the gore' surely? — Ed). Up until 
Elfmania, this was the best beat-'em-up on the Amiga.. 



MORTAL 
KOMBAT PIC 



■ 



Overkill 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mind scape 
October 1993 
2Mb (A1200 only) 
£25.99 



89% 



An A1200-only game which actually makes use of all the 
32 bits, Overkill is the most Intense blaster you're ever 
likely to come across. It's basically Defender with a 
few gameplay tweaks, so lor shoot-'em-up purists 
r^^*J^ it's Ihe equivalent ol heaven. May be a bit short lor 
| T"^m some, though. 




88% 



The Settlers 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Blue Byte 
December 1993 
1Mb 
£34.99 



Imagine Little Computer Peoplo cross-bred with 
Populous and you'll have a good idea as to what The 
Settlers looks and plays like. It's your typical God game 
<build an empire, keep your folks happy and quash any 
rivals) spruced up with some super-cute animations on 
your subjects. Very user-friendly 




Skidmarks 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Acid Software 
January 1994 
51 2K 
£25.99 



II you have lond memories ol Super Off-Road then 
prepare to have them rekindled with this, a superb 
viewed from a similar 'Isometric' perspective. Although 
a bit of a duffer when played alone — the computer cars 
are crap to say Ihe least — It's brilliant In two-player 
mode. 



% 



R E C O M 



D E D 



Simon the Sorcerer 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



AdventureSoft 
February 1994 
1Mb 
£34.99 



Brits AdventureSoft take on the American might ol 
LucasArts and Sierra with this humourous graphic 
adventure. Obviously intended lo be a Monkey Island 2 
beater, it comes close lo succeeding. However the 
interface doesn't quite surpass Lucas Arts' and the 
puzzles are tough — but don't let that put you off. 



Soccer Kid 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Krisalls 

September 1993 

1Mb 

£26.99 



89% 



93% 



88% 




91 



0/ 
/C 



Well, well, well, iust four months after we screamed 
that Superfrog was the best Amiga platform game ever, 
along comes Soccer Kid and we have to change our 
tune. It's nothing short of brilliant — gorgeous to look 
at. sweet on the ears, and boasting some of the slickest 
gameplay we've seen in a long time. Buy rt! 





fi I 
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Space Hulk 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Electronic Arts 
October 1993 
1Mb 
C31.99 



91% 



86% 



At last — a conversion of a boardgame that doesn't 
simply recreate the board In DPalnt! Instead, Space 
Hulk takes all the best bits from the original game and 
bungs in a whole load of extra computer effects to 
create one of the most atmospheric strategic -blasters 
we've seen in ages. Completely ace. 



Stardust 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 




Blood house 
December 1993 
1Mb 
£16.99 



An unbelievable bargain at the price. Stardust is the 
ultimate Asteroids clone. The graphics have to be seen 
to be believed and it plays as well — maybe even better 
— than It looks. Along with the stunning 3D sub-game 
breaking up the rock bustln' between levels, this is a 
feast you |ust have lo treat yourself to. 



91% 



90% 




Syndicate 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Electronic Arts 
July 1993 

1Mb 
£26.99 



Cross Bladetunner with a Sam Peckinpah movie and 
what do you get? Syndicate. From Bullfrog, this isn't 
perhaps quite in the same league as Populous 2 or 
Powermonger but it's damn fine all the same, especially 
If you like your computer game violent gory and 
realistic. Dead smart. 



Uridium 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Renegade 
November 1993 
1Mb 
£26.99 



The C64 classic comes to the Amiga in style, sou pod up 
beyond belief with 32-cotour graphics, 50- frames pet- 
second action, multi-way scrolling, power-ups and all 
the other good things you've come to expect from a 
90 s shoot- 'em-up. It's very tough, but tor die-hard 
blasting fans It's a dream come true. 



Wiz 'n' Liz 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
November 1993 
1Mb 
£26.99 



Originally a Mega Drive game, this cutesy race-'n'- 
collect-'emup Is perhaps a little loo simplistic to be 
worth buying If you're going to be playing H alone — 
you're likely to get bored of it long before the end ever 
comes into sight — but It's great value if you've goi a 
friend who can |otn in the fun. 



Zool 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Gremlin 
January 1994 
1Mb 
£26.99 



Yet another sequel wangles Its way Into those 
Recommended pages. Despite being more of the same, 
this is far superior fo the original — Zool now has much 
more character, is much better animated and Is a lot 
more enjoyable and less frustrating to control. You can 
even play as Zooz, Zool's girlfriend! 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 



(1) Who is the current Prime Minister? 

(2) When was the Battle of Hastings? 

(3) What year did the Second World War end? 

Answers on a postcard or back of a sealed envelope by July 28th to the following address: 
All-new Recommended Compo 4, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. The 
first ten entries drawn from the hat after the closing date win! 






X 



The One boys stood together as the sun sank in the west, 
Harry looked a total git in an old string vest, 
Simon tried to comb aside his gently thinning hair, 
Matt threw rocks at Andy, he really didnt care, 
Nuttall looked all scabby, toasted by the sun, 
Harry beat him senseless, it seemed a lot of fun. 

The day had been fan-tastic, filled with fun and beer, 
A shame that only one issue could be completed here. 
Andy's stuff was boring, Matt's copy was late, 
Harry was a dull old sod, but Simon was just great, 
And now the larks were ending, the light was fading fast, 



r-Tstt: gs-ws r. nr!y cits fesf: Mcf' t jrrrrf pr/f: ftfc srrrr frr rasf- 

pp'Tr for T'crycrcn. ;«?rr r'rwr t"^ fff'i f:i sr-src. 
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frand new Ishar 3, and smack him in the face — 
tusand is ready to load up, 

le Brutal Sports Wild Cup. 
[our beach, the next month will be fun, 
\r know, unless you buy The One. 





August issue out 
28th July. It'll be a 
lot better than 
Matt's 'poetry'. 
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FOR ALL AMIGAS (1 meg of memory required) £25.99 
Renegode, CI Metropolitan Wharf, Wapping Wall, London El 9SS 
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